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. . . a losing venture published bi-monthly 
pretty close to the middle of January, 
March, May, July, September, and Novem- 
ber. The Genera! is published by The Avalon 
Hill Company almost solely for the cultural 
edification of the serious game aficionado. It 
■ helps sell our merchandise, too. 

Articles from subscribers are considered 
for publication at the whim and fancy of 
members of our erudite editorial staff and 
company baseball team. To merit considera- 
tion, articles must be typewritten double- 
spaced and not exceed 1,000 words. Ac- 
companying examples and diagrams must be 
drawn in black or red ink. Payment for 
accepted articles is made according to the 
dictates of the voting subscribers. 

A full-year subscription costs $4.98 (over- 
seas subscribers add $6.00 to cover airmail J 
Back issues cost $1.00 each: out- of -stock 
issues are Vol. 1, No's. 1, 2, 3, 4, 6; Vol. 3, 
No. 1; Vol. 4, No. 4. 

To facilitate correspondence, we suggest 
that all envelopes to Avahn Hill be marked 
in the lower left-hand corner as follows: 

Purchases of The General: Subscription 
Dept. — Gertrude Zombro, 

Purchases of games, play-by-mail kits, and 
game parts: Order Dept. - Christy Sham. 

Questions concerning play: Research & 
Design Dept. — Randy Reed. 

Articles for publication: Editor-in-Chief. 

Requests for Brochures: Advertising Dept. 

Requests for Parts Lists: Parts Dept: 

Letters to the Editor: Editor-in-Chief. 



CHANGING YOUR ADDRESS? 

You've gpt to let us know at least tour 
vaeeks in SOVnnei*. Ensure to let MJ know the 
np cocie at bath your alri and new address. 
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Avalon Hill Philosophy - Part 32 



Where Does The General Go Wrong? 



Dunkirk Starts it - 

You Finish it 

FRANCE 1940. .. 

, , . is our brand new Spring introduction. While it 
comes as no surprise to most of you, we are now 
at liberty to state that FRANCE 1940 will be 
available in local retail outlets by April 1, 1972. 
Mail orders will be processed April 10. 

[f You Liked World War II . . . 

. , - you'll love FRANCE 40 (stiort for France 
1940). It's a lot like Panzerblitz in that there are 
a variety of "What If?" scenarios that balance play 
between the Allies and the Germans. Of course, 
you will want to play the Historical scenario first 
just to prove how stupid the allies really were. Then 
move on lo ihe scenarios borrowing (ram I 1 differ- 
ent O/H's provided. Don't plan anything else for 
the Summer — you'll be spending a lot of time just 
playing France 40. In fact, you'll be spending a lot 
of time just sorting out counters representing 300 
infantry and motorized divisions, 7,000 tanks, over 



To paraphrase oft-used jargon, we are taking 
time out here to appraise where The General has 
gone wrong (if at all) and what can be done 
about it. After all, this issue ends its eighth year 
of publication. 

Perhaps the negative side was best summed up 
in the letter we received from John Van Defen- 
der, which we are reproducing as representative 
of the major complaints and criticisms received 
regarding the editorial makeup of this magazine. 

Sir. 

1 have been a subscriber to your magazine for 
the past three years and have purchased virtually 
every Avahn Hill game to come down the pike 
since there wits an Avalon Hilt Company, These 
credentials established, I should like to discuss at 
some length your magazine, and hope you will 
take this discussion in Ihe objective way il is 
intended. As a member of the "Old Guard," so 
to speak, I think there is considerable room for 
improvement. Unfortunately. I don't see this 
coming in the short or long haul. I am not 
renewing my subscription, but I thought you 
might be interested in my reasons I don't know 
that you are, and halfway suspect you are not. as 
feedback of any sort has never been an AH 
strongpoini. ! think this hurts you. Anyway, I 
hope you will read on awhile. 

The General hasn't improved substantially since 
I first subscribed, although the number of 
"typos" and missing tines has been decreased. 
There's too much about AH and its philosophy m 
too small a publication. 

I'm making this a separate paragraph because 
it's the most important of ail: You have de- 
stroyed your biggest drawing curd with the 
"standardizing" lif that's the word) oj the "Op- 
ponents Wanted" section. These m the past were 
quite original, nfttimes useful and always highly 
entertaining, even if they were printed in flyspeck 
modern type. 

Other things: The magazine isn't improved 
substantially by running articles from S&T, etc. 
You'll never be able to mutch S&T in quality 
because Ihe prose takes up far mure spare than 
you have avutlulile. Additionally. Ihe new Panzer- 
faust has five times the variety and number of 
articles you can carry. If you're going to hang in 
there with something bordering on relevancy, 
hype up the originality ami kill the stuff your 
staffers are doing You can put in circulars 
tmtrneo) to announce new games, etc. ft works 
good for S&T, and all you guys should learn 
from each other. It's beginning to look as if The 



4,400 combat aircraft, anil 33,000 pieces of field 
artillery in the first major campaign in history 
where all combined as the decisive factor on the 
battlefield. Needless to say we've rated France 40 
Tournament level. 

It's another S9.0Q game (U.S. residents add 
SI. 00, Canadian and overseas purchasers add 
S2.00 for postage). 



General is a house organ for sidling new gantti.1 
from AH_ IJ that's your sole purpose in life, fine. 
But don't expect much growth. 

Lastly, the questionnaire: As usual, il pains me 
to have lo mention the obvious: Anyone who 
tears out and mails the questionnaire loses the 
discount coupon on the reverse side, Poor plan- 
ning, I'd say. Especially as most of your sub- 
scribers are on the young side, and use the 
coupons lu piirrhase new gumer, without Jail 
Shntdd have been an announcement about allow- 
ing xerox copies, if that's the case. Finally, 
although the survey was a long time overdue, you 
left out an obvious (from your point of view) 
question: How many other wargaming magazines 
do your readers subscribe to, and which ones are 
they';' if s majority art: gelling S&T. for example, 
you should not be printing articles from that 
mag. 

Well, enough haranguing and making with the 
brickbats. Maybe something good will come of 
this all. t hope you 'II get around to making a few 
changes on the basis of this letter or someone 
else's. Maybe I'll change my mind about re- 
lipping for ami I her year. 
John Van Devender 
44 Warren Street. 
Crofton, Pa., 15205 

Naturally we are not in agreement with all he 
says. For example, Mr. Van Devender criticizes us 
for not employing much in the wav of feedback. 
We disagree. We do not find it necessary to print 
feedback forms, or inundate every issue with 
surveys and questionnaires. In our early years we 
found such methodology repetitious. In short, we 
know a lot more about our clientele than Mr. 
Van Devender would be led to believe. We feel 
that the best, and least distorted, type of feed 
back comes at random. Such as unsolicited letters 
Irom subscribers like Mr. Van Devender's. By 
supporting this with an average of once-a-year 
surveys, such as that which appeared in the 
Jan-Feb issue, tells us all we need to know. We've 
known for many years what our shortcomings 
are. Seldom, if ever, does anyone in the feedback 
system ever come up with constructive ideas that 
haven't already been obvious to our staffers. In 
fact, Mr. Van Devender doesn't even come up 
with any answers . . . unless you consider his 
comment that we, hype up the originality and 
kill the stuff your staffers are doing, as the 
panacea. Our question is, "what stuff are our 
staffers doing"? Only the Philosophy column is 
the work ol "our staffers," and the requests to 
expand on that has far overshadowed those who 
wish it eliminated. 

But our correspondent is not without some 
validity on the point of originality, While he does 
not offer any solutions to how this area can be 
improved, we have already taken such steps, In 
brief, you improve on the originality by cultivat- 
ing a source of contributors whose expertise is 
known far and wide among the waryaming fra- 
ternity, Panzerfaust Magazine has built its solid 
reputation on this very premise. As you so 
correctly put it, John, all you guys should learn 
Irom one another. 
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But we are in violent disagreement that The 
Genera! is a house organ for selling new games 
from AH. John hasn't been reading too many 
other wargame magazines lately. For example, 
every major club magazine now available devotes 
10 to 20% of its page content to advertising. The 
General devotes no space to advertising, either its 
own or outside products. Mr. Van Devender 
confuses house organ with service. The Genera! is 
selling a service. 

The Genera! is published expressly for helping 
AH game owners improve their game-playing 
techniques. We are not interested in building 
circulation for its sake alone nor are we going to 

expand into non-AH literature . . . that's what the 
other magazines are around for. 

Obviously, then, when the editorial policy is 
such that you are limited in content, members of 
the old guard will eventually find The General 
passe, and move on to other literary pastures. 
This philosophy would spell doom for any other 
magazine simply because of the subscriber attri- 
tion rate. But there are always new people just 
getting introduced to W3rgaming — these are the 
ones that find The Genera! so beneficial. Thous- 
ands of "newbies" fall into the fold yearly, 
greatly benefiting from the services The Genera! 
has provided them. In this respect, it has been a 

most gratifying scene. 

The Opponents Wanted column went a long 
way in fostering wargaming relationships and 
coordinating the expansion of the hobby itself. 
While it is true that the earlier prose of these ads 
were original and not without entertaining 
charisma, their translation to the more ma lure 
approach has not reduced their effectiveness as 
our correspondent infers. Again, the positive 
comments have outweighed the negative ones in 
this regard. So we did something right in this 
respect. 

It is not without regret that The Genera! does 
lose many of its original subscribers. We would 
prefer to keep them in the fold if we can do so 
without sacrificing the premise on which The 
General has been built. We think we took a step 
in this direction with the Reader's Digest ap- 
proach, 

Reprinting outstanding articles from other 
magazines, especially ones that have not appeared 
recently, built the Reader's Digest into a classic 
periodical. That's why our recent issues include a 
Golden Pen Award which honors the best articles 
appearing in early editions of other wargame 
magazines. And without exception, these golden- 
goodies have been voted among the top five best 
among our subscribers . . . thus contributing to- 
ward improving the quality of The General plus 
generating interest in what other wargame maga- 
zines have to offer. This is what we mean by 
"service." 

Supporting our contention that this has been a 
positive step is the success Donald Greenwood 
has experienced with his recent reprint series. To 
date he has published booklets on all the "best" 
articles relative to Stalingrad and Afrika Korps. 
Soon to be available will be one on Battle of the 
Bulge. (Write 124 Warren Street, Sayre, Penna. 
for info.) 

Other "positive steps" are in the planning 
stage. The next issue ol The General will high- 
light our 9th year ol publication. To those of 
you who have stuck with us throughout, and 
suffered accordingly, we can promise you addi- 
tional services through the pages of The General. 
Your wait will not have been in vain. 
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There have been numerous meritorious plans 
for prosecuting the German attack in Bulge. All 
of them involve, however, tying up almost the 
whole of the German' forces in the initial attack. 
This, it seems to me, cannot be hest tactics. 
Manteuffel's army achieved its successes because 
it infiltrated the weak points. Other's plans aim 
to assault the strong points overwhelmingly. Is it 
not possible lhat ManteulTel's infiltration tech- 
niques can he transposed into the game at 
regimental level? The essence of the conduct of 
the attack is to employ B.H. Liddell Hart's 
"expanding torrent" approach to assault. Hart 
had been preceded in his views by the immortal 
American strategist, Ty Cobb, who urged "Hit 
'em where ttiey ain't," 

Let us proceed to that boring business of a 
deployment for the initial shock action of the 
16th (Abbreviations: A = armor, SS = the morally 
degraded in tanks, 26 = 26th Volksgrenadier divi- 
sion), 1SS-SS8. 26-SS9. 560-TT9. 62-TTll. 
18-UUM. 340-UU13. 12-TT15. 79-SS15. 
9SS-QQI7, Lehr/1-0023, Lehr (-) + /1 50-PP19, 
3-0022, 326-0024, 277-0025, 2A-0026. 
II6A-PP27, 5-0026, 3 52 /7 04-SS27, 
352/703-SS29, 276-TT3Q, I67-UU30. 

This is an eight attack system. ISS hits 99/361 
at 3-1 so as to block the road from Monschau to 
St. Vilh under any circumstances and 2/3's of the 
lime also to screen the U.S. 2nd from participa- 
tion in the defense of St. Vith, The /14 at TT10 
is not attacked. The advanced units of the 106th 
are assaulted at 2-1 from SW to NE, About hall 
of the lime Clervaux cannot be reinforced, which 
means a lively possibilily ol lw<> more surrounded 
regiments. Even if it is reinforced, the defense of 
Clervaux requires weakening some other area ol" 
advance. The VV31-Diekirch road is blocked in 8 
of 9 games. 

The essence of the attack, however, is the 73 
combat factors (CF) not engaged. It is evident at 
a glance lhat they threaten lu break into the 
dear righl alter lunch. Therefore, Ihe Americans 
must stop them, hul who do they use'? To block 
in force simplified the challenge of reducing St. 
Vith and Clervaux, the two key points on the 
German lines of supply and advance. To fail to 
plug this hold in the line allows the rapid 
encirclement of one or the other town's garrisons. 

Marjorie Morgenstern anticipates that its 
threats will draw American forces northward 
from the southern flank. There should be several 
U.S. units, not on the line, but midway through a 
dash to cover weaknesses in the line, and the 
German has the advantage that his forces can 
threaten in two directions at once almost all 
along the line. 

This is the essence of good offensive pro- 
cedure, to threaten to attack two important areas 
from a central position. Large forces should 
always be kept clear of engaging the enemy so 
hug as they can threaten advantageous engage- 
ments of two distinctly separated enemy forma- 
tions; on the subsequent move. Such a device 
pursued religiously may not win big dividends in 
the beginning but will surely win the game by 
inducing mental exhaustion of the enemy com- 
mander. The best illustration of this theme comes 
aboul Ihe 17 AM. turn when armored and 
infantry units can be sitting astride the south 
branch of the Ourthe R. on or in the vicinity of 



KK.21. From there they can continue the drive to 
Houffalize or close down on Vielsalm, depending 
on Ihe response. The very threal of such a move 
forces one regiment ol Ihe 7thA to deploy al 
HH20 for digging purposes. 

Ideally this offensive aims for the quick con- 
quest of llouffalize and, more importantly, 
DD24. From this central position the Germans 
threaten to obliterate any American forces hold- 
ing on to the Bastogne or Stoumont-Spa regions. 
Presumably the opponent will prevent such a 
development and so ease the road to Bastogne 
and Spa. 

What one hopes for is an uneven pace of 
advance in which some U.S. troops arc tied down 
by a firefight wfiile in a neighboring sector the 
line gets penetrated. This allows the engaged units 
to be surrounded — it' consistent with undimin- 
ished offensive power, at 2-1 - while the main 
body of the panzer armies maintain the pressure 
on the front. The offensive benefits from stub- 
born American resistance, since it SJtnplilies the 
task of destroying regiments. Subsequently the 
large losses entailed in holding large chunks of 
real estate will reduce the ability of survivors to 
hold a broad front to the Meusc. A penetration 
in depth in one sector ought to induce an 
intelligent commander to back up all along the 
line. 

By 21 A.M. Ihe Hermans would like to have 
cleared Roche fort, Mart-he, Hotton, Aywaille, 
Spa, and Bastogne. From that paint one conducts 
two tentative offensives toward Dinanl and 
Andcnne. Once the 22 and 23 A.M. reinforce- 
ments have committed themselves one decides 
which is the stronger Sine of advance and clears 
lines of resistance (here wilh powerful forces. 
Troops not in the speiirhead devote their energies 
to clobbering threats to vital supply lines. While 
waiting for Patton's hordes, the 15thA can 
disperse to Wilts. Vianden. and TT26. while a VG 
division can go to DD 37 to serve as trip wire 
forces, II possible, Neul'chateau and Sedan ought 
to be occupied by 22 A.M. if it can he dune 
without imperiling the main advance. 

The critical phase of the attack comes when 
the forests have been breached and fighting 
debouches into the open country before 
Audenue, Namur, and l>innnt. Here Ihe Ameri- 
cans will employ their ability hi counterallack on 
the flanks of the advance so as to surround units 
and strike with those devastating air raids. To 
improve one's ability at Bulge it is recommended 
that one set up hypothetical combat situations in 
this open area and fight them out so as to gain 
experience in mobile battles. General experience 
predicts that the initial impression will be oT a 
vast, chaotic melee. Attacks and covering defen- 
sive positions should be determined by coordinat- 
ing the priorities revolving around road junctions, 
supply lines, and weakly held enemy sectors. 
Balancing Ihese considerations against the proba- 
bilities inherent in Ihe CRT indicates the most 
profitable attacks. It is rather complex but 
susceptible to analysis. The good wargamer strives 
constantly to control impulsiveness and minimize 
risk. The ability to do that and not some initial 
deployment ought always to determine the out- 
come of any welt designed war game. 

SLE KAUBKK 
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Urals Before 1942 



by William B. Sebright TMC (SS> 



Operational Directive No. 21, later codenamed 
Operation Barbarossa, had as its objective, the 
region of Archangel and the Volga which would 
eliminate Russia's industrial capacity west of the 
Urals. Hitler believed his armored spear heads 
driving deep into Russia, followed up by infantry, 
would cause the defeat of Russia before Christ- 
mas. 

In order to create a more realistic game play, 
certain combinations of historical and play bal- 
ance factions could be introduced to expand and 
revise the strategy on both sides, as well as add 
more realism. 

Presently, the Germans are lucky if they can 
get across the Nemunas River by August and the 
Finns are knocked out of the war before Dec. 
'41. 

By applying the following revisions, one can 
create whole new tactics for both sides. After 
experimenting a few times witii these rules, one 
can see that initially the Axis makes a rapid 
advance across the border, but is later slowed 
down by a lack of logistics and then weather. 
Lack of forethought will bring the German 
General shivering to his knees when caught 
unprepared by the Russian winter. Time is the 
critical factor. 

The Finns are in a better position to defend 
and attack within their own country, if the 
Russians decide to invade. The play here could go 
either way or remain static. 

As play progresses one can generally see that 
the German panzer and Motorized infantry are in 
the forefront with the infantry bringing up the 
rear; much the same as in the actual campaign. 
The German must be careful of avoiding early 
panzer losses, for they could not be easily 
replaced. The earliest panzers could be brought 
back into combat play would be by the last week 
in August. 

Avalon Hill Rules apply, except for the follow- 
ing revisions - 



Prepare fol Play 

A combination of history and play balance is 
used to create the initial set-up for both sides. 
Three fronts are designated below within the 
following areas. North; row V to Baltic Sea. 
South: row CC to Black Sea. Central: row W to 
and including row BB. 

Russian infantry units were designated as 
armies, although they were comparable in sire to 
German army corps. Russian mechanized forces 
were organized into Corps, (include cavalry), 
North; 8, 11, 27 armies plus any 3 mech. corps. 
Central: 3, 4, 1U, 13 armies plus any 2 mech. 
corps. 

South: 5, (S), 9, 12, (.26) armies plus any 5 
mech. corps. ( ) Denotes actual units not 
available; use 4-6-4 units instead. Remaining 
Russian units arc brought into play as indicated 
on the R and R Time Play Table. 

Various sources of information disagree on the 
exact number of Axis forces available on the 
opening of Barbarossa. A historical play balance 



has been incorporated by the below dispositions. 
North: 41, 56 pz, corps, (1) 4-4-6, (6) 4-4-4 
Central: 24, 39, 44, 46, 47, 6R pz. corps, (2) 
4-4-6, ( 1 ) 3-3-6, (2) 5-5-4, (6) 4-4-4 
South; 14, 57 pz. corps, (1) 4-4-6, (2) 5-5-4, (8) 
4-4-4, all Rumanian corps, 1 Italian (3-3-4), 1 
Hungarian motorized corp, (a 1-1-6 made from a 
blank). The Hungarian unit is started in Hungary 
and may be moved on the first turn. 
Reserves: 26 divisions consisting of remaining 
German units and two Hungarian units, (counted 
as German). The remaining Italian and Hungarian 
units are not utilized. 

On the first turn. Axis units are restricted to 
attacking within their own assigned fronts. Units 
may be moved anywhere, second turn thereon. 

Axis Rules on Stacking Units 

Pure infantry cannot be combined together 
with panzer, but motorized infantry can be 
stacked with either panzer or infantry. 



Finland 

Russian forces on the Finnish border are in 
addition to the normal units and must be initially 
within one square of the border. They cannot be 
moved south of row L until the 7th week and 
then only at the rate of one unit per week. These 
Russian units can be made from blank counters 
or taken from German units in D-Day. The 
following are for play balance: (4) 4-4-3, (2) 
3-4-3, (2) 3-3-4. 

Finnish units attack and defense factors are 
doubled only while within Finland. Although two 
German mountain corps (III, XXVI) were in 
Finland, ihey operated far to the north and arc 
not counted into the Finnish defense forces. No 
other Axis forces can be started in Finland as 
replacements except Finnish units previously 
eliminated. 

How to Win 

German player must occupy Leningrad, Mos- 
cow, Stalingrad and keep Grozny, Astrakhan, 
Kuibyshev and Archangel out of Russian control 
by the last week in December. 



Special Terrain Movement 

Railroads: Units cannot use the railroad bonus 
outside their own border until they have been 
under control from the previous turn. Control 
does not mean physically moving along the 
railroads, but rather being under undisputed 
control (behind the lines). Bypassed enemy units 
on or adjacent to a rail line, prevents ils use 
past that unit until its elimination. 

Initial Assault 

If a unit is attacked at odds of 7-1 or greater, 
units not engaged in combat may move by or 
over, but they cannot occupy the overrun units 
square. The initial assault rule applies only during 
the first turn. 



Rivers 

On the first turn only, rivers Nemunas and Bug 
do not double the defense of units behind them. 
Prut River remains doubled as do the defenders 
in Brest Litovsk. 

Re-inforcement/Replacement [Kami R), Time Play 

Time play is broken down into weekly moves, 
beginning with the lust week in June, Reinforce- 
ments and Replacements are a combination of 
play balance and historical appearance. All Ger- 
man Reserves must be brought onto the board 
before replacements can be utilized from the 
dead pile. Russian reinforcements can be made 
From blank counters if no units are available from 
existing reserves or the dead pile. 



(a) 



(b) 



(c) 



Russian 


German 


Finns 




(factors) 


(basic factors) 


June 






4 - 


— 


— 


July 






1 4-6-4 


8 




2 4-r>4 


8 


2 


3 (2)4-6-4, 






7-10-4 


6 




4 5-7-4 


6 




Aug. 






1 


4 


2 


2 5-7-4 


4 




3 (2)5-7-4 


4 




4 


4 


2 


Sept. 
1 


4 




2 (2) 5-7-4 


4 




3 


4 




4 (4)4-6-4 


4 




Oct. 






1 4-6-4 


2 


2 


2 (2) 4-6-4 


2 




3 


2 




4 


2 




Nov, 






1 5-7-4 


2 


2 


7 


2 




3 


2 




4 5-7-4 


2 




Lf0Ga 

1 5-7-4 


_ 





(a) Axis (except Finns) movement reduced 'A due 
to logistics. 

(b) Leningrad defense triples, but has no zone of 
control, for remainder of play, 

* Weather factor roll each week for Oct.-Nov. 

(c) Axis (except Finns) attack-defense factors 
reduced 'A. 



Reinforcement Centers 

Russian — Leningrad, Moscow, Stalingrad. 
Grozny, Astrakhan, or Kuibyshev. Finnish - 
Helsinki 



PAGE 5 



THE GENERAL 



Weather 



Axis units: (play balance) Panzer and motor- 
ized inf. reduced to 2 movement factors and inf. 
is reduced to I movement factor during snow or 
mud weeks. Russian units movement as per A.H. 
weather table. 

Supply 

Finnish units are supplied only from Helsinki. 

Isolation 

Units encircled for two consecutive weeks are 
eliminated except in Leningrad (for 6 weeks) and 
Moscow (for 3 weeks). New units cannot be 
started from an isolated city. 

Questions and Answers 

Ques: Can Axis units advance after combat 
across the Nemunas and Bug Rivers on the 
first turn? 

Arts: No, since the defense is not doubled. 

Ques: What is the rule on slacking pertaining lo 

the Rumanian eav? 
Ans: Treat it as a mot. inf. unit. 

Ques: Docs the stacking rule apply to the Rus- 
sians? 
Ans; No. 

Ques: If a Russian delaying unit is surrounded in 
Minsk, can the Axis use the Minsk-Smolcn- 
ski rail line? 

Ans: No, also the Axis cannot use the rail line 
starting from the above rail running to- 
wards Leningrad. 

Leningrad 

On the fourth week in August, Leningrad's 
defense triples, but has no zones of control. Axis 
units adjacent need not attack. Units inside 
Leningrad may be attacked individually without a 
soak-off. Defenders ignore a combat results of 
U tuck 2. Leningrad defenders may attack any 
other adjacent single unit without having to 
engage in combat remaining Axis units, nor does 
the Russian have to use more than one unit in 
the attack. 

After experimenting a few times with these 
rules, one can see that initially the Axis makes a 
rapid advance across the border, but is later 
slowed down by a lack of logistics and then by 
weather. Lack of forethought will bring the 
German General shivering to his knees when 
caught unprepared by the Russian winter. Time is 
the critical factor. 

The Finns are in a better position to defend or 
attack within their own country. If the Russian 
decides to invade, the battle here could go either 
way or remain static. 

As play progresses the German must be careful 
of avoiding early panzer losses, for they cannot 
be easily replaced. The earliest panzers could be 
brought hack into combat play would be by the 
last week in August. 

The Russian player in turn cannot hold his 
ground nor retreat slowly as before. If he does, 
he will find himself cut to ribbons. Remember 
that the German has a lot more territory to 
control in order to win. Initial largp territorial 
losses should be given in order to conserve the 
Russian armies from being destroyed. 

William B. Searigiit TMC (SS) 
U.S.S. Robert E. Lee SSBN 601 
F.P.O. San Francisco, Calif. 



« • • 



Pincers 

another 
Panzerblitz Situation 



by MATHEW S. BUYNOSKI 



Pincers is a symbolic representation of an FORCES: GERMANS: 



armored envelopment closing in on a fleeing 
enemy. 

The attackers (Germans) have a large superior- 
ity in the number and quality of units, but they 
also have a difficult objective. The Russians have 
lew units and must make full use of them and 
the terrain to trade space for time to escape. 

The tight time factor and strength disparity 
make for a fast-moving game throughout. The 
number of units is relatively small (35 G, 22 R) 
and the use of each is critical. 



Hints on Tactics: 

1. The German armored car is valuable, especi- 
ally if it can block the north-south road on board 
No. 2. The Russians have to keep it out oT the 
gullies behind Opustoclienya on turn No, 1 or it 
will get behind them. A mortar on hilltop or 
slope is the best way to do this. 

2. The Germans on the No. 1 board must use 
the full width of the board. Channelization works 
to the advantage of the Russians, Some Panthers 
and Maultier (if no Russ mortar around) should 
be on slopes on the first turn to sweep the nose 
of the big central hill with fire and keep the 
Russians from putting units on the slopes be- 
tween (he green hex sides. 

3. The Germans have the option of a gambit 
of offering the Russians a few units easily 
destroyed in order to tie down Russian units and 
get others behind Ihem. 

4. The Russians should make a stand only if 
they can prevent Germans from getting around 
them, or if they have run out of retreating room. 

5 The Germans should not leave all their 
infantry behind. 

6. The Russians should not overestimate the 
terrain on the No. 1 board. The German force is 
small and very mobile. 

7. One or two units should be in Russian 
reserve on the No. 2 board as an "emergency 
roadblock." IT the Germans slip a number of 
units by, one roadhlock tun delay him enough so 
that you can recover. One recon infantry in a 
halftrack is sufficient. 

BOARD LAYOUT: 





IPO 


>U) 



Nt*t« 



Force A: 6 Panther. 1 234/4, I Hummel. 5 
Rifle, 5 Halftracks 

Force B: 6 Panther, 1 Muultier, 1 Engineer, 4 
Rifle, 5 Halftrack 

RUSSIANS: 

Delay Force: 8 T34c, 2 SLI-76, 4 Recon, 6 
Halftrack, 2 120mm mortars 

Escaping Force: 25 wagons (use trucks as 
wagons) 



START: Russians set up first. Germans move 
first. Force A sets up east of line E, board No. 3. 
Force B sets up west of line Y, board No. I. 
Delay force sets up east of line Z, hoard No. I, 
and west of line D. board No. 3. 



ESCAPE FORCE: A maximum of six wagons 
per turn may be brought on, starting on turn No. 
i. They are pul -on the haxes O, P, Q, R, and/or 
S on the north edge of the No. 2 board at start 
of the Russian player's turn. Placement does no! 
count against movement. 



SPECIAL RULES: Germans may not place 
units on the wagons' entry hexes, although they 
may surround and fire into them. Wagons not off 
the south edge of the No. 2 board by the end of 
Russian player's 12th turn are considered de- 
stroyed. Wagons are brought on at the Russian's 
option; he may elect to delay their entry if he 
Wishes, but no more than six may arrive on any 
turn and those not brought on by the end of the 
game are considered destroyed. 

TIME LIMIT: 12 turns. 



VICTORY CONDITIONS: There are 25 points, 
one for each wagon. The German receives a point 
for each wagon destroyed by fire, not off the 
south edge by the end of the 12th turn, or not 
brought into play by the Russian, The Russian 
gets a point for each wagon that gets off the 
south edge of the No. 2 board by the end of his 
twelfth turn 

Since there are 25 wagons, there can be no 
ties. These conditions are designed for good 
players of equal ability. To allow for unequal 
ability, shift the number of wagons required for 
victory, or "spot" the weaker player a number of 
units by removing some of the stronger player's 
tanks. 

M.S. Buynoski 
1 36 Brentwood 
San Francisco, Cal. 
94127 
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Stalingrad 
the 



Game 



Parti 



NOW it if Ptmzerfaust Magazine 's time to head the 
Gulden Pen Award. From all accounts, the 
magazine itself deserves Golden Pens because it 
continually receives the highest kudos from war- 
gamers evervwitere, And Mr. Phillies' article is the 
best of a great literary group, reproduced here 
with permission from Panzerfausl Publications. 
124 Warren Street, Suyre. Pa. 18840. 



by George Phillies 

Stalingrad is not a game which is won or lost 
in the first few turns of play. Burring spectacular 
incompetence on the purl of one or the other of 
the players, or an unusual run of good luck, the 
first few turns of the game will set a trend for 
play, but will not decide the outcome. Rather, 
the game will be decided later, during the 
prolonged German advance on Moscow, Lenin- 
grad, anil Stalingrad If the German succeeds in 
his advances, he will probably win; if he is 
repelled, he will almost certainly lose. 

The middle game is the time-period which 
decides most games. It runs from the fourth turn 
or so to around the fifteenth or seventeenth turn. 
At its start, the German will have jusl crossed the 
Nernunus, or be in Ihe process of doing so. He 
will have linked up his Rumanian and Lvov fronts 
into a single line. On the other hand, his Finnish 
forces will be more or less wiped out, All of 
these are subject to some extent lo the vagaries 
of the game, but under normal circumstances, 
when facing normal opponents, this will be. Ihe 
approximate position. 

Ihe em! of the middle game is much more 
difficult to fix temporally. The 1 7th turn is 
probably reasonable, although if the German is at 
that time very elose to capturing the three 
Russian replacement cities, it may last longer. 
However, (he end of Ihe middle game is charac- 
terized less by a time than by a situation. If 
German attack has been met by Russian counter- 
attack, and the Germans have so hurt the Russian 



army that it is reduced to delaying for the rest of 
the game, the middle game is in the process of 
ending. Similarly, if the Russian Army has 
assumed (he strategic offensive, the middle game 
has ended. This can happen very early in a game: 
[ have seen games whose notes for their 1 2th 
turns went: "Germans counterattacks to prevent 
Russians from entering Poland fail." Similarly 
games will occur where the Russian counterattack 
is mounted as late as the 21st or 22nd turn, over 
the last Russian city on the board. This latter is 
really an end-game posilion, but one with ele- 
ments more typical of the middle game. 

Discussions of the middle game, often disguised 
as discussions of general German and Russian 
strategy, have appeared before, Many of them 
have been rather poor: I will discuss a few of 
these below. Some of them have contained 
serious logical errors, notably when allusions are 
made to game balance. 

The general problem facing the German player 
is well known, He must, within a sharply limited 
period of time, advance over fairly good defensive 
terrain to capture the three cities of Moscow, 
Leningrad and Stalingrad- Failing this he must 
destroy the Russian Army - the latter action 
being much more difficult and rather rare. While 
his army is considerably stronger than that of his 
opponent, the Russian army has a much greater 
ability lo replace its losses This last observation 
has led to the incorrect conclusion that the 
German army cannot affoid a battle of attrition. 
While it is true that the Russian army has a much 
higher replacement potential, it starts from a 
much smaller base. Thus, if losses are significantly 
higher than replacement rates, it is still possible 
for the Russian army lo run out of pieces before 
the German does, or a( least lor the Russian 
army to be so weakened thai il musl break ofr 
battle or be completely destroyed. This is a 
relatively frequent event. 

A great deal of consideration, or at leasl talk, 
has gone into the question of whether the 
German ought to strike first at Leningrad. Mos- 
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cow, or Stalingrad. Based on seven years of 
experience with Ihe game, I believe that the 
actual choice is dictated by the general progres- 
sion of events, and that attempts to follow fixed 
plans will be very frustrating, and in most cases 
unsuccessful. 

Stalingrad is the cily farthest from the German 
starting positions. It also has the most doubled 
positions in front of it. As a result, it is eusiesl lo 
take from the northwest or north. Since it is very 
hard to get at frontally, and since an approach 
from due north lends to imply that the Germans 
are due north of the city (hence that they have 
Moscow greatly outflanked), I have not seen any 
German players take Stalingrad first as a result of 
a deliberate policy to do so. References in the 
literature to the Russians as "reverting to a zone 
defense" when the Dnepr is crossed suggest how 
this might occur in a real game, at least if 
Stalingrad is relatively weakly defended, but 1 
haven't seen this happen wilh any frequency. 

Leningrad appears to be a favorite target for 
German planners, several of whom have thought 
it perfectly reasonable to use a force of 30-50 
factors of German infantry for the attack. Un- 
tottunately, Leningrad is fronted by two rivers 
(three if you count the Memunas) which can be 
made 3-1 proof. While the Luga does freeze over 
in winter, the German must be quite lucky to 
reach that river during the first winter; reaching it 
during Ihe second winter will usually be too late 
if Moscow and Stalingrad slill remain in Russian 
hands. The narrowness of Ihe front, and the 
impassable gulfs and lakes in the area, make 
Leningrad an excellent defensive position, so it 
becomes a decidedly hard target. 

The last city, and the usual first target for the 
Germans, is Moscow. This city has several advan- 
tages as a liirgel, besides being the easiest to take. 
As a glance at the map reveals, the Russian 
railroad system is centered on Moscow. The 
possessor of this city is thus on interior lines with 
respect to a player trying to hold Leningrad and 
Stalingrad, and is able to concentrate on either 
of them. Also the length of Russian lines created 
by a German capture of Moscow is much greater 
than that created by the capture of either 
Leningrad or Stalingrad, which will put a greater 
strain on the reduced Russian replacement capac- 
ity. 

Having suggested a goal, I ought also suggest a 
means of getting there. This is mil a Irivial 
problem. Many authors have made idiotic sugges- 
tions, or at least ones more likely to destroy the 
German than the Russian army, or have given up 
in despair (as in "German Victory -1 Impossible!" 
in the February issue of PNZFST), However, the 
problem is not insoluble, as many Russian 
player's I know have discovered, often to their 
dismay. The basic principle of the German army 
has been characterized as "March and munch." 
The German must do a great deal of damage to 
the Russian army if he is to win, although this 
doesn't have to be accomplished in a lew turns. 
Furthermore, the German must keep advancing, 
not necessarily just at the point of least resist- 
ance. 

Fundamentally, the German should try lo 
advance on as broad a front as possible. This 
advance will generally be characterized by the 
utmost in economy of torce, which in this game 
has a real meaning. The German player will rarely 
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have any significant number of pieces to play 
around with - he must use them correctly if he is 
to win. Usually, the Russian will meet this plan 
by throwing out a string of 4-6-4s and 2 3 6s, 
most of which will be instantly destroyed. If the 
Russian is permitted to do this, and the German 
makes his advance only half-heartedly, this may 
bE enough to get the Russian into a winning 
position. If the German takes advantage of the 
other opportunities which will be available, in 
terms of making 3-1 s on doubled positions, etc., 
he has a good chance of winning. He must still be 
cautious enough not to throw away his army in 
useless attacks, but a good German player is by 
no means in a hopeless position. 

Such an advance will be accumpanied by a 
certain amount of maneuver. By adroit position- 
ing of his pieces, the German will be able to 
threaten moves which force a Russian response, 
without actually having to make attacks. A unit 
or Iwo at the Straits of Azov forces a Russian 
response, even if the German does nothing but sit 
there for the rest of the game. Similarly, armor 
appropriately placed may force the Russian to 
put more force into covering river lines than 
would otherwise be the case, thus weakening the 
Russians elsewhere. This sort of threat is most 
effective if the deployed German forces arc able 
to attack in several ways, as the Russians may 
feel impelled to meet all of them. 

Maneuver also refers to the axis of the German 
advance. In a typical game, the German will flank 
the Nemunas at the southern end and then 
advance north and south of Minsk, forcing the 
Russians to evacuate it or leave a sacrifice unit in 
it, In the south, the Germans will advance 
straight on Kiev, possibly with auxiliary attacks 
over the Dncstr or Southern Bug rivers. The 
Dnepr will generally be broken more-or-less Simul- 
taneously on both sides of the Pripyat 
marshes. 

The German must then do a certain amount of 
thinking. If the Russian army is reasonably intact, 
he may well have to concentrate his force a bit, 
although he will likely be able lo advance slowly 
wherever the Russian position is not doubled. 
Many players will be tempted to concentrate 
directly on Smolensk and Moscow; I personalty 
feel that this is a mistake. The key to the Russian 
defenses here is the city of Kursk - if that city 
falls the Russian lines become so long that it is 
very hard for them to counterattack. Once Kursk 
falls, Moscow will go, if it is to do so, before a 
wide-front German attack. Because of the limited 
size of the Russian army, it is harder for them to 
counterattack against a broad front attack than 
against a narrow front attack (another advantage 
over a first attack on Leningrad, incidentally). 

Once the attack and counterattack are over the 
middle game lias generally ended ami with il I his 
article. While the German may face considerable 
problems in trying to take Leningrad and Stalin- 
grad - problems which may prove insuparable in 
a real game, the German objectives and means 
become very difficult and different. If the Ger- 
mans lose and are driven back, we will also have 
a new situation. 1 suspect that there will be 
exceedingly little interest in an article entitled 
"German and Russian Tactics during a Russian 
Advance lo Warsaw," 

Next time we'll take an in-depth, view of the 
Russian defense and cut up a few of the less 
inspired ones. In the meantime comments are 
welcomed at 305 Memorial, Cambridge, Mass. 



THE GENERAL 



German 1914 

Assault Tactics 



by 1st Lt. Charles L Crow 



In setting up the German Armies lor the 
onslaught across Belgium in August 1914, the 
German High Command strategy was very simple 
— sweep across the Belgian plain, knock aside the 
small Belgian army, and sweep into France. Very 
simple indeed. 

However, to make this simple strategy work, 
the German tactics must be very detailed. 1 
learned the hard way in a ploy- by-mail game. 
What I plan to do is give you some considerations 
on what to look for on the German assault on 
Liege, This initial assault is very critical, because 
if it is not well planned it will cost the Germans 
dearly in time - lime the Germans can ill afford. 

First we will look at the area around Liege. 

The Germans must first cross the border in 
mountainous terrain, attack the forts defending 
Liege, cross the Meuse River, and also deal with 
any reinforcements the Belgians bring up, All 
four of these factors present totally djflerent 
problems. 

The rough terrain restricts mobility from the 
start, plus it limits the amount of troops that can 
be brought to bear on the fortress itself. The 
forts around Liege demand you bring siege 
artillery forward in the first wave, plus additional 
infantry for the follow-up assault. Crossing the 
Meuse River will take time, plus it must be crossed 
in force. The problem here is getting a formidable 
force across the river in a short period of time. 
Lastly, any reinfurceinenls the Belgian army brings 
up will add to the confusion of moving in rough 
terrain, crossing the Meuse River, and it will take 
time to push any reinforcements back Id clear the 
river crossing. 

At the outset, there is a 3-4-2 and a 1-1-2 at 
Liege. This in itself is not a very formidable 
fighting force when compared to the German war 
machine, however, when used properly it can be 
a great nuisance to -the Germans. 

The following is an initial German mobilization 
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set up around Liege, designed to attack and 
destroy that fortress in the least amount of time. 
First we examine the terrain again, because this 
Just about dictates the type of artillery the 
Germans must use. There are only two squares 
where artillery may be placed and still be able to 
attack Liege on the first turn MS 6 and 7. 
Also, due to the fortress artillery, 305, the 
Germans must attack with 305 to insure victory 
1 would recommend using MS 7 because that 
would leave the northern area free for the 
infantry assault. To support the artillery, i would 
use a reserve corps (5-8-3), because when attack- 
ing 5 to 14, or, 1 lo 3, there is a good chance of 
not sustaining any casualties at all. 

To assault the Belgian corps inside Liege, 1 
suggest attacking with two reserve corps (5-8-3) 
from MS 6, which would give you 2 to 1 odds 
(the best odds you can receive with 4 defending 
with PBM). 

For the assault itself we have one reserve corps 
and 305 artillery al GG-lft attacking Ihe fortress, 
and two reserve corps attacking the Belgian in- 
fantry from GG-15. 

Now to complete the assault and make the 
initial crossing uf the Meuse River, we have two 
active corps (starting from 11-15) moving to 
FF-14. These two corps force the Belgians to 
retreat in more of a western rather than a 
northern manner. In addition, two cavalry divi- 
sions, starting at MS 8, move to squares EE-16 
and FF-16, tills almost totally surrounds the 
fortress of Liege. 

Should the Belgian army be foolish enough to 
counterattack, they would be doomed from the 
outset. About the only recourse the Belgian army 
has is retreat as slowly as possible with as lew 
casualities as possible, The initial assault by the 
Germans has the possibility of spreading the 
Belgian army exceedingly thin, therefore making 
(it is hoped) a strong defensive line impossible to 
hold, 

As can be seen, al! of this is accomplished 
within just two days, the shortest time possible. 
All four major problems have been dealt with 
accordingly. 

Throughout this article, i have tried to express 
the importance of tactics ay opposed lu slrnlegy, 
because without good tactics even the greatest of 
strategies will fail. In 1914, tactics is of grave 
importance due to the magnitude of the game. 
With so many units to deal with, close investiga- 
tion is mandatory in each assault or defense. 

I hope 1 have given some food for thought to 
anybody playing 1914. Another reason I wrote 
this article is I am an infantry philoon leader, and 
! have come to realize it is the small unit leader 
who wins or loses battles and wars, not generals. 



1st Lt, Charles L. Crow 
2/13 Infantry, 
APO 09028 
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by Riley R. Geary 

Panzerbltiz, as most of you who have it know, 
is a good game - certainly one of Avalon Hill's 
best; however, oik cannol help feeling that it 
could be a so much better game than it is now. 
The main problem seems to be with the fact that 
it suffers from [he same faults inherent in nearly 
all over-the-board wargames to date: the system 
of alternating turns and perleet intelligence. Aside 
from being admittedly unrealistic, such a system 
destroys one of the most interesting principles of 
war {at least from a gaming standpoint) - the 
element of surprise, and tends to turn the 
"simulation" into an exercise in mathematical 
probabilities. But what to do'.' All previous 
allempls ro incorporate simultaneous and/or hid- 
den movement into wargaming inevitably pro- 
duced unplayable games (just witness the coordi- 
nation factor of inverted counters or the sanity 
factor of written or drawn simultaneous move- 
ment). The solution is really quite simple: use the 
Kriegspiel System. The principal difference be- 
tween the Traditional and Kriegspiel systems is 
that 3 boards and 4 people are employed in 
Kriegspiel play. Each player plays the game on 
his own board, completely independent from the 
other, with the third board operated by 2 
moderators to serve as the control. Only the 
moderators on the control board know the actual 
situation at any given time so it is up to them to 
coordinate the actions of the 2 players and 
determine the correct consequences. The advan- 
tages of this system are Legion. The use of a 
control board at last allows truly realistic hidden 
movement without the clumsiness and confusion 
of inverted counters (each player sees only I hose 
enemy units he is entitled to by the rules of the 
game), while the coordinated reproduction of 
both players' movement produces the first practi- 
cal simultaneous movement system. At little cost 
to payability, the ultimate in realism may be 
had. 

Before presenting a complete list of revised 
rules and methods of play for Kriegspiel Panzer- 
blitz, 
of 

Before presenting a complete list of revised 
rules and methods of play for Kriegspiel Punzer- 
biitz, I would like to acknowledge a special debt 
of gratitude to Tom Olesau, whose "Situation 
13" allows strategic as well as tactical surprise 
through open ended OOB's, and Dennis Mehaf- 
fey, whose "Panzerblitz. MSM" started me think- 
ing in the first place, 

Except as herein modified, all AH Panzerhlin 
rules (not counting experimental ones; Indirect 
Fire and Intensive Fire are still optional - see 
below), Oleson's "Situation 13" rules and correc- 
tions (May-June and July-Aug., 1971J, and 
Mehaffey's "Panzerblitz MSM" rules (July-Aug., 
1971) are still in effect. 

I. EQUIPMENT NEEDED 

1.1 Three complete sets of Panzerblitz (includ- 
ing two compartmentalized plastic boxes or trays 
per game to keep the playing pieces in). 

1.2 A hundred or so nickel-sized tokens which 
can be marked with an erasable marker. These 
tokens should be permanently marked with a 
number on one side and segregated accordingly (a 
good ratio would be 20 "14", 15 "1", 15 "IW, 
10 "2", 10 "2Vz", 5 each of "3" to "4Vi", and 2 
each of "5" to "8'/i"). 

).3 Four people, two players and two modera- 



tors each armed wilh a yardstick and an easily 
erasable marking pen. 

2. THE UNITS 

2.1 All infantry and Engineer units (but not 
towed guns) now have a movement factor of two 
(2) so add one (o their respective point costs. 

2.2 Russian cavalry units now have a MF oT 
six (6) and cost 25 points each. Russian "I" class 
MG units are only worth 2 points each. 

2.3 All "A", "M", and "H" class towed guns 
have their cost figured with FULL attack factor, 
not half; and all "M" class towed guns and 
German SPA imils use FULL range factor, not 
hall, in determining point cost when using Ihe 
Indirect Fire option. 

3. TERRAIN EFFECTS CHART 

3.1 Generul: For the sake of simplicity, assume 
that whenever a hex has any amount of a terrain 
feature, even the tiniest sliver, the entire hex 
reflects that feature - even gullies. Roads are the 
only exception. 

3.2 Slopes: II costs all units one less MF than 
otherwise when entering a slope hex from a 
hilltop hex. It costs cavalry and wagon units 2 
MT to enter a slope hex, I MF if entered from a 
hilltop. 

3.3 Sireambeds: It costs cavalry and wagon 
units 1 MF to leave a gully; it costs all units, 
including cavalry and wagons, I less MF than 
normal to leave a gully at its end. There is no 
movement penalty for moving from a gully hex 
to a ford hex. Note that whenever a unit moves 
onto a gully hex, it is considered to be in the 
gully and suffers the full movement penally when 
moving from a gully hex to a non-gully hex 
(except as above) even if it has not crossed over 
to the. other side of ihe gully 

3 4 Swamps: It costs cavalry units 3 MF to 
enter a swamp hex off the road; wagons may 
enter swamps only along roads. It costs all units 
with a MF or 1 or 2 two MF to move into a 
swamp hex off the road. 

3.5 Woods l! costs cavalry and wagons Only ! 
MF to enter a woods hex, but it costs 2 MF for 
armoured vehicles and 3 MF for trucks. Only 
cavalry units of the above may cross green 
hex-sides off the road but it costs them 2 MF to 
do so 

3.6 NcinvehiLulur units. Remember, all units 
with a MF or 1 or 2 never suffer movement 
penalties from terrain (except as noted under 
Swamps) and may move through any type of 
hex-side. Note however that ail terrain restrictions 
still apply to all other mobile units (e.g. it would 
cost 4 MF for a wagon unit to move from a gully 
hex to a slope hex). 

4. MOVEMENT/ATTACK TABLE 

4. 1 Cnglosed is a revised MAT, designed for a 
more scientific accumulation of movement and/or 
attack factors. The upper corner of each bos 
gives the MF/AF for the individual mod while the 
lower corner gives the accumulated total — the 
halves represent the lowest usable fractions 
(though smaller fractions may still be accumu- 
lated). Regardless of the actual mod/turn, all 
units beginning an attack, or movement from a 
stationary position, must begin with mod I on 
the MAT and continue from there. 

4.2 In order to move from one hex to 
another, a unit must have accumulated enough 
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MF on the MAT to complete the move. Until 
that lime (mod), it remains in the hex it started 
from. To keep track of accumulated MF for 
individual units, place the appropriately num- 
bered token aver each unit involved. 

4.3 If a unit accumulates MF in order to move 
to a certain hex but then decides to move to a 
different hex instead, additional MF must be 
spent "deaccumulating" the previous accumula- 
tion before it may begin moving to Ihe other 
hex. However, the most a unit need ever spend in 
deaccumulation is the MF that would have been 
required if the unit had actually moved to its 
original destination and were trying to relum to 
the starting hex. 

4.4 Loading: [I lakes 6 consecutive mods for a 
carrier unit to load a nonvehicular unit. Loading 
may begin on the mod after the carrier moves 
into the hex of the unit to be transported or any 
time thereafter. Units may not begin loading if 
either they or their carrier units are already under 
attack, but may continue loading if attacked 
during or alter the initial mod of loading (in 
which case units are always treated as if they 
were already loaded for purposes of defense). The 
numbered tokens should be used to keep track of 
the number of mods a unit has been loading. 

4.5 Unloading: It lakes only 1 mod for units 
to unload. Units may unload at any time -even 
if they had been in the process of loading - 
whether under attack or not. On the mod of 
unloading, units are always treated as if they 
were still loaded for defense purposes. 

4.6 The MAI has nothing to do with range or 
defense factors they remain as printed on the 
units throughout the entire game. Units need not 
use their full modular MF each mod, but they 
may not transfer unused portions to later mods 
(except through normal accumulation: 4.2). Units 
may not accumulate MF when not moving nor 
AF when not attacking. Units may not accumu- 
late MF over and above thai required to move 
into the desired hex, 

5. COMBAT 

5.1 Defense: 

a) When units are stacked together in a single 
hex (including town hexes), they must employ 
one of the two possible defense modes; Inte- 
grated or Noninlegrated. The status of each unit 
in a stuck must be determined before it comes 
under attack, otherwise all of the units are 
automatically treated as nonintegrated. Both inte- 
grated and nonintegrated units may be in the 
same hex; however, once units come under 
attack, their individual defense modes are "fro- 
zen" and may not be changed until all attacks 
against them have been halted. It only takes one 
mod free from attack to change individual de- 
fense modes within a stuck. 

b) Units Ihal are pari Of un integrated defense 
must be treated as a Single target by all attacking 
units. The combined DF of the integrated units is 
used for defense purposes (use their individual 
DF to determine whether Armoured or Non- 
armoured units predominate for the Weapons 
Effectiveness Chart - a tie means the stack is 
Non-armoured; units in a town are always treated 
as Armoured). To designate units employing an 
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integrated defense: write their combined DF on 
the blank side of a token along with an "A" or 
an "N" - depending on type predominance, circle 
il and place the token upon the units involved. A 
unit may not become part of an integrated 
defense if either it or the unit(s) it would like to 
join are already under attack, nor may it on the 
mod it first joins the other unit(s). Integrated 
units must stay together so long as they remain 
integrated. If an integrated stack moves, it travels 
at the rate of its slowest member and may not 
use road movement. Units may integrate, within 
the above restrictions, while on the move and 
may continue moving when changing defense 
modes. 

c) Nonmtegrutpd units must be treated as 
separate targets by attacking units and use only 
their own individual DF for defense. Nomnte- 
grated units may move apart from each other at 
any time, whether under attack or not. 

5,2 Attacking, General' 

a) In order to attack, a unit must first either 
Lock onto Target (distant attacking) or Engage 
(proximity attacking) - see below, and may then 
attack for up to 6 consecutive mods, using the 
MAT to build up its cumulative AF. After the 
6th attack mod, all attacking units must spend 
the 7th mod "reloading," regardless of the type 
of attack, and may then resume Iheir atLack on 
the Stli mod - but starting buck with the mod 1 
on the MAT. 

b) Any time an attacking unit breaks off any 
type of attack for any reason whatsoever (e.g. 
reloading, dispersal or destruction of attacking 
unit, target moves put of sight and/or range, or 
attacking player's option), its previous AF ac- 
cumulation is gone for good and may not be 
continued or carried over by any other attacking 
units or itself. 

c) Whenever a target moves to a new WHC 
and/or TEC rating vis-a-vis an attacking unit, thill 
unit simply starts accumulating AF at the new 
rate, adding them to its previous accumulation 
which is not affected. 

d) If a target under attack moves more than 
one hex during a single mod in such a manner 
that il is subject to attack for only a part of the 
mod, the attacking units' AF for thai mod must 
be further modulated to reflect the fraction of 
the mod they could actually attack in. This can 
be calculated by comparing the MF spent by the 
target in moving into or through attackable hexes . 
(not counting the hex it starts from) with the 
lolul MF spent in that mod. Attacks against 
targets are always resolved on the lasl allackable 
hex the target moves into or through for that 
mod. 

e) Sections "c" and *'d" above may be com- 
bined as needed. 

No unit may ever attack more than one 
target al a time (see 5 . 1 h). However, several units 
may attack the same target at the same time by 
combining their individual cumulative AF into an 
overall AF and resolving combat against the 
target as a single attack. Except when using 
minefields, defending units may never be attacked 
more than once in a single mod. 

g) Once an attacking unit LOT* or Engages an 
enemy target, it stays Locked onto that target 



regardless of where il subsequently moves (unless 
il moves mil of sight and/or range), attacking it 
to the exclusion of all other targets. Units may 
break off an ill hick and either LOT or Engage a 
different target whenever desired (except as per 
tripwire method of LOTing and Engaging — see 
5.2a and 5.4a). 

5,3 Distant Attacking (2 or more hexes away 
from target): 
a) All units employing distant attacking 
methods must first Lock onto Targe I which 
may be accomplished in one of two possible 
ways: 

(i) Scanning attacking unit may LOT any 
target within range at the end of the mod the 
desired target moves into sight and/or is spotted. 
To signify that a unit is LOTing, write the PICS 
numberfs) of the enemy unit(s) involved on the 
blank side of a token which is then placed over 
the attacking unit. The same token is used to 
record the buildup of that unit's AF by simply 
erasing the previous mod's total and writing in 
the new cumulative total. The attacking unit may 
then begin attacking on any mod following the 
mod of observation. 

(ii) Tripwire — attacking unit may Lock onto 
any hex within sight and/or range, writing in the 
grid coordinate of the hex on the token instead 
of a target's PICS number. On the mod following 
such a Lock-on or any mod thereafter, the first 
enemy target to move into that hex is automatic- 
ally Locked onto and attacked (for at least one 
mod). The advantage of this method is Ihat the 
attack may start the instant said target moves 
into the Locked-on hex, using 5.2c and 5. 2d as 
needed. Units using tripwire may still Lock onto 
a target in another hex by reverting to the 
scanning method, provided that no enemy targets 
have triggered the tripwire by the end of the mod 
of initial observation If the target which trig- 
gered a tripwire was composed on one or more 
Armoured Fighting Vehicles carrying passengers, 
the attacking unit has the choice of attacking 
either the AFV's or their passengers, but not 
both. 

b) If a unit decides to break off an attack 
against one target in order to attack a different 
target, at least one full mod must elapse between 
attacks (reLOTing), Except when using the trip- 
wire technique, no unit is ever forced to Lock 
onto or attack any particular target, nor does the 
selected target have to fulfill any criteria, such as 
being the "weakest" member of a stack, etc. 

c) There are two different attack methods that 
can be classified as distant: 

(i) NORMAL - in which the attacking pro- 
cedure is, as the name implies, normal (i,e. units 
LOT and attack from a stationary position using 
the above restrictions and guidelines). 

(ii) ARMOURED ASSAULT available only 
to those units which can use the OVERRUN 
attack method. AA allows such units to LOT and 
attack enemy targets within half-range CARF) 
while mnving. Units using AA use their normal 
AF (taking into account WEC and TEC) for 
attacking hut may only attack targets towards 
which they are advancing. Also, they may not 
move at the road movement rate while attacking, 
though they may move at the clear terrain rate 
along roads through slopes, woods, towns, etc. 

d) Both types of distant attacking may be 
combined with each other. Armoured Assault 
may also be combined with Point-blank attacking 
and as a preliminary to Overrun, but may not be 
combined with Close Assaulting. Normal attack- 



ing may be combined with Point-blank attacking 
but never with Close Assaults or Overruns. See 5.4. 

5.4 Proximity Attacking (less than 2 hexes 
from target: 

a) All units employing proximity attack 
methods must first Engage the desired target. The 
process of Engagement is exactly the same as that 
for LOT, including the Scan and Tripwire tech- 
niques (see 5.3a), except For the following differ- 
ence: whereas LOTin$ has no effect as such upon 
enemy targets, an Engagement prevents the en- 
gaged target from leaving the hex it was engaged 
in for at least one mod. As part of an overall 
attack against a target, engagement may be used a 
maximum of 2 times to prevent target movement 
(and then only when using different units to 
engage on the 2 mods). After that, alt additional 
engagements in that attack have no further effect 
on the target's movement. Units employing only 
the Point-blank proximity method may engage 
with effect only once in a given attack. Under no 
circumstances may a unit ever engage with effect 
against the same target more than once in 7 
mods. 

b) When changing targets, units engaged in 
proximity attacks must also spend one full mod 
between the end of one attack and the start of 
another If a target undergoing a proximity attack 
succeess in moving to a hex 2 or more hexes 
away from the attacking unit(s), those attacking 
units are still considered to be Locked-on and 
may continue their attack using a distant attack 
method, providing there is no attack type conflict 
and the target is still within sight and range. 

c) There are three different attack methods 
that can be classified as proximate. 

(i) POINT-BLANK - which is simply a 
normal attack against an adjacent target, regard- 
less of terrain or intervening hex-sides. 

(ii) CLOSE ASSAULT TACTICS - in which 
(he infantry and cavalry units involved attack at 
3x Iheii normal AF (4x if infantry and engineer 
units are stacked together and attack the same 
target), but never subtract 2 from the die roll or 
increase the odds of the attack by one column. 
Only those infantry and engineer units which are 
stacked together in the same hex may use 4x 
their AF with CAT. Units using CAT must still 
Engage their target before attacking, and engage 
only one target at any given time (except under 
integrated defense - 5.1b — stacked units are 
titvtr treated as a single target). Units may use 
their maximum MF rate, including road move- 
ment, when moving inlo the hex they expect to 
dose assault from; however they may travel a 
maximum of 1 hex per turn (including cavalry 
units) when pursuing targets they are close 
assaulting, Units may use CAT even when being 
overrun by armoured vehicles. 

(iii) OVERRUN - in which the armoured 
units involved ignore the WHC and attack at 3x 
their normal AF (but do not subtract 2 from the 
die roll, etc.). Units using overrun may not move 
at the road movement rate and may only overrun 
targets on clear terrain (including non-orange 
hilltop hexes and fords). Units will usually (but 
not always) begin an overrun by first LOT and 
AA the desired target (see 5.3c-ii), in which case 
the engagement and overrun bonus begins with 
the mod said armoured unit succeeds in moving 
into or through the target's hex. Units using 
overrun are the only exception to the rule that 
states units may not move into or through hexes 
containing enemy units, and may in fact actually 
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end the mod in such a hex with no penalty. On 
an overrun, units must leave the tiirgel hex 
through one of the 3 hexes opposite the entry 
hex. Units may continue their overrun attack 
only by continuing to move into and through the 
target's hex. As with CAT. a unit may conduct 
an overrun against only 1 target at a time, 
regardless of how many targets moy be stacked 
together in a single hex. Units overruning mobile 
units should circle the PICS number of their 
target on the token to signify that they will 
continue to try and overrun the target, regardless 
of where it moves to (unless of course the target 
moves onto non-clear terrain or succeeds in 
Outrunning the overrunning units). Armoured 
units may overrun each other by simply moving 
into each other's hex (providing they are both 
clear terrain). A maximum of 3 German or 2 
Russian units may conduct an overrun through a 
single hex during the course of one mod, Mobile 
armoured units lo not count against the stacking 
of enemy overrunning Quits, but stationary 
armoured units or wrecks do count against enemy 
stacking limitations (see 6.1). 

d) Point-blank attacking may be combined 
with any other attacking method; CAT may only 
be combined with point-blank and overrun, and 
overrun may only be combined with point-blank, 
CAT or AA. When overrun is combined with 
other methods, the overrunning units may not 
exit into a hex containing friendly units that are 
using either CAT or point-blank against targets in 
the same hex. Also, while AA may be continued 
with overrun, AA and overrun may not be used 
against targets in the same hex at the same time. 

e) Infantry units riding on Armoured vehicles 
may "jump off" (unload) in the hex immediately 
in front of targets about to be overrun by those 
Armoured vehicles, and may begin a Close 
Assault against those targets on the following 
mod. (Pan/erblitz Assault). 

5.5 Combat Results Table: 

a) Attacks may be initiated at any odds 
whatsoever, however at least u 1-3 is necessary 
before any casualties can be inflicted (the only 
effect of attacks at less than 1-3 odds is to alert 
the other player that he is being fired upon). 
Under no circumstances does any form of attack 
force the attacked units to break off their own 
attacks, though they are certainly free to do so if 
desired. 

b) On the CRT, a "D" now means the target 
is dispersed for 2 consecutive mods; a "DD" 
means it is dispersed for 3 consecutive mods. Use 
the numbered tokens to keep track of the 
dispersals. Once a target has accumulated a total 
of 6 mods of dispersal, that target is considered 
eliminated. Once a target has been dispersed, it 
may subtract 1 from the dispersal total for every 
mod that nothing further happens to it, however, 
if the target suffers another dispersal in a later 
mod, it adds the appropriate number of addi- 
tional dispersal mods to the total and does not 
subtract anything. Subsequent attacks made on 
dispersed targets do not have their effectiveness 
increased by subtracting 1 from the die roll. 

c) When units employ an integrated defense, 
the CRT result applies equally to all of the 
members of such an integrated defense. 

6. STACKING 

6,1 The following combinations represent the 
maximum number of units and/or wrecks that 
may be in the same hex at the same time (see 



S.4c-iii -overrun — for only exception); 3 
German, 2 German and 1 German and 2 Russian 
(but only if German unit is already in the hex, 
otherwise the limit would be 2 Russian), Units 
may temporarily exceed the stacking limitations 
while loading and unloading (see 4.4 and 4.5) but 
must return to normal limitations as soon after 
the operation as passible. 

7. OPTIONS 

7.1 Mint's: When mines are used, the other 
player (i.e. the one who did not place the mines) 
does not know the location of a minefield until 
at least one of his units enters it and is 
"attacked." Units entering a minefield and their 
mod (not turn) on the mine and may continue 
moving on Ihe next mod \\ nothing happened as 
a result of the minefield attack. However, if units 
are dispersed by the attack, they continue to be 
attacked by the mine at 2-1 odds every mod they 
remain until they are either destroyed or become 
undispersed and are able to. move off. Do not 
subtract 1 from the die roll if the minefield is in 
a town, wood, or swamp hex. Normal, AA, and 
point-blank attacks may be conducted against 
targets on minefields, but overruns and CAT may 
not be used. Engineers remove mines by moving 
adjacent to them and rolling die every mod 
thereafter that they remain adjacent. The die 
must be rolled twice each mod and only a roll of 
"I" on both passes removes the mine (1/36 of a 
ehance each mod). Two engineer units 
"attacking" the same mine are entitled to 2 such 
attempts each mod, and so on. 

7.2 Forts and Blocks: When using blocks, all 
units must spend 6 full mods on the block 
counter before moving off on the 7th. 

7.3 Indirect File: Units using Indirect Fire 
attack at 'A normal AF, over and above the 
effects of the WEC and TEC. CP units may only 
be used when employing the Indirect Fire option 
and are the only units which may perform the 
lire-direction function. 

7.4 Intensive Fire: Units may use Intensive 
Fire by tripling their AF for 6 consecutive mods. 
Units using Intensive Fire are removed from play 
6 mods after they begin, even if they have not 
attacked in each of those 6 mods 

7.5 Time Control. Once players have became 
fairly familiar with the Kriegspiel method of play, 
it is suggested that they use the following time 
control system to increase reality and decrease 
playing time: Allow each player only 5 minutes 
in which to complete his movement for that 
mod, any units that have not been moved in that 
time limit do not get to move in that mod. 
Likewise, allow each player a maximum of 5 
minutes to complete his attacks for that mod. 
Also, use the "touch-move" rule of chess that 
prevents the retraction of a move after it has 
been made (i.e. once a player has moved one of 
his Dwn units on his board and removed his hand, 
he is nol allowed to relracl or change lhal move). 

7.6 Victory Conditions. White virtually any 
mutually agreeable victory conditions may be 
used with Kriegspie! I'anzerbtitz, you might give 
the following point-count method a try. A player 
receives 1 point for each friendly unit he has on 
Ihe board he started from, 2 poinls Tor each unit 
he has on the center hiiard, anil 3 points for each 
unit he has on the far board. Half-squares are 
counted as being on the lower (nearer) value 
board and units worth less than 10 points (trucks 
wagons. CP's, and Russian MG units) arc only 



counted as half-units. The player with the higfler 
point total at the end of the game is declared the 
winner. 

8. THE MODERATORS* ROLE 

8.1 Prcparution: Once a playing area has been 
set aside and the players have selected their 
respective "armies," the moderators should dupli- 
cate the forces chosen from all three sets (keep- 
ing them hidden from the players of course), 
using exactly the same units, by PICS number, 
and have them on hand as needed to reduce 
confusion. 

8.2 Movement' Since there are (or should be) 
2 moderators in Kriegspiel Ptinzerblitz, each 
moderator should be able to duplicate a player's 
exact actions on the control board immediately 
(another reason for touch-move rules), cutting 
playing time by over 50%, 

8.3 Spotting: The biggest problem the modera- 
tors will have is in determining exactly what can 
be seen by each player at any given time, which 
is why the control board exists in the first place. 
At the end of the movement portion of each 
mod but before any attacks are actually resolved, 
the moderators — using yardsticks to determine 
reat-space line of sight between units ■ show each 
player what he can see in the way of enemy units 
according to direct line of sight and spotting rules 
by placing the appropriate units on his board. 
Players get to see what AFV's may be carrying in 
the way of passengers but do not get to look 
inside wagons, halftracks, trucks or Forts. When 
enemy units disappear from a player's Line, of 
Sight, tlie moderators should so inform him, 
pointing out the hexes those units were moving 
to when he lost visual contact. Players need not 
be kept informed of enemy units which are no 
longer visible at the end of the mod, unless they 
passed through the LOS of a stationary friendly 
unit in which case the player should be kept 
informed. 

8.4 Combat. When a unit comes under enemy 
fire, that player should be shown the hex the 
attack is coming from, even if it comes from a 
town or woods hex, but not the actual unit that 
is Tiring al it unless il is unslacked and clearly 
visible. If a unit comes under Indirect Fire, the 
attacker's hex is not revealed to the defender 
Only the attacking player and the moderators 
know the actual odds of a particular attack, the 
defending player only knows that he is being 
attacked but not at what ndds. Both sides are 
informed whenever a unit is dispersed or de- 
stroyed through combat. 

Well, there you have it - Kriegspie} Panzerbliiz. 
While it will probably take several games to get 
used to the Kriegspiel method of play, and may 
seem hopelessly confusing to many of you at 
first j most of the problems should be solved with 
a little practice. If there is sufficient interest,, I 
would be more than willing to demonstrate how 
other games can be similarly adapted to 
Kriegspiel Play. Also, to those of you who would 
be interested in trying out Kriegspiel Panzarblin 
but have a little trouble rounding up enough 
other players and boards, f will gladly offer my 
services as a PKM moderator (free of charge) for 
all interested parties. 

Riley R. Geary 
Box 660 

1600 Campus Rd. 
Los Angeles, Ca. 90041 



PAGE 11 



Midway and the British Home Fleet 



THE GENERAL 



by Richard D. Thurston 



The time is 1700 hours, June 4, 1942 and 
Admiral Yamamnto is worried- His flagship is 

now just arriving in the combat area and his 
confidence has been shaken already by the 
unexpected American resistance to his thrust at 
Midway. Intelligence has estimated only one US 
carrier and four cruisers in the area, hut he lias 
identified three carriers and eight cruisers and the 
air/sea battle has been ferocious. Already, Akagi 
and Soryu liave sunk and fiiryu, badly damaged, 
is fleeing to Ihe west with virtually all her aircraft 
l0St< Three Jap cruisers have sank and battleship 
Hartina is limping back with Iliryu. her decks 

nearly awash. 

All is not iost, however, in fact the Japanese 
fleet is still in good shape to take Midway and 
destroy the remnants of the Yankee fleet. York- 
town, Hornet and four US cruisers arc already on 
the bottom arid Enterprise has fled to the 
siiLitlieasI with slight damage. Kuga, having re- 
covered the surviving aircraft from the two 
sunken Jap carriers, is now almost at full strength 
and is a match for Enterprise, All he has to do 
now is press on to Midway and let his battleships 
chase down and sink the elusive LIS ships. 

As nigh I tiills. however, he receives disquieting 
news. A scout plane has reported a battleship, 
three cruisers and an undamaged carrier steaming 
toward his transport fleet. Vamamoto smiles. As 
a former aviator, he knows how easily cruisers 
can become battleships and desLroyers can be- 
come cruisers, especially in the twilight. This is 
undoubtedly the Enterprise and her escort, mak- 
ing one last sortie to try and disable the Jap fleet 
before their inevitable destruction. True, the pilot 
says there is something odd in the appearance of 
lhe.se ships, but warships take on slrange shapes 
under combat conditions, especially in poor light. 
Supremely confident, Yamamoto orders Kongo 
and Met, with three heavy cruisers, to intercept 
these survivors at dawn. He knows that Enterprise 
has very few aircraft left aboard as the survivors 
from Hornet ami Yorklown have landed al 
Midway. Kaga and Ihe resl of the fleet will deal 
with them. 

At dawn, the situation is radically changed. 
First, the Enterprise, with three cruisers, is 
discovered again near Midway, recovering aircraft 
from the island. Then a group of torpedo 
bombers strike at the crippled Hiryu and Harnnu, 
sinking both in minutes. Kongo and Hiei are 
attacked by another group of torpedo bombers, 
Kongo taking one hit and Hiei. three. Still 
pressing their attack, the two Jap battlewagons 
are suddenly straddled by heavy-calibre shellfire 
al extreme range by an unseen enemy Despite 
the accurate and concentrated shellfire, the two 
Jap ships press on and are soon in sight of their 
assailant, a large battlchsip with three turrets 
forward. Taking four more hits in rapid succes- 
sion, Hiei blows up. Kongo, now alone, continues 
the unequal fight until she is hammered to 
oblivion, scoring three hits on her attacker in the 
process. Finally, Cruiser Nagara, scouting ahead 
of the transport group, reports sighting three 



enemy battleships with quadruple turrets 
approaching from the southeast. 

Yamamoto is stunned. He needs no recognition 
manuals to account for these mysterious ships 
now. The oddly-configured battleship that has 
destroyed Hiei and Kongo can only be HMS 
Rodney, killer of Bismarck and "sharp-shooter" 
of the Royal Navy. The other three can only be 
King George V, Anson and Duke of York, the 
newest and deadliest in the Vritish Navy Worse 
yet, there are prohably two British carriers out 
there somewhere. Grimly, he recalls his scallered 
licet. Rally around the flagship! Only the power- 
ful 18-inch guns of Yawato and the 16-inchers of 
Nagato and Mutsu can save the day, now! 
Oulnumbeied in the air anil only slightly superior 
on the surface, Yamamoto must udw fight, not 
for Midway and easy victory, but for the survival 
of his navy. 

How did this all come about? The details arc 
not really important. In broad outline, the Ger- 
man surface Navy was virtually destroyed m an 
all-out attack on an Arctic Convoy. Cut off from 
their base by the British Home Fleet, assisted by 
the US battleships Washington and South Caro- 
lina, both of whom were seriously damaged in 
Ihe battle, every German battleship and battle- 
cruiser was sunk or damaged so severly as in be 
out of action for at least a year. 

Similarly, a German-Italian invasion of Malta 
was annihilated by Anglo-American sea and air 
power. The Italian fleet was almost totally de- 
stroyed at the cost of the USS Wasp and HMS 
Ark Royal, Nelson and Warspite. Since British 
battleships and carriers were no longer needed in 
European waters, and in compensation for the 
loss of Wasp and the temporary disability of 
Washington and South Carolina; Churchill has 
offered the British Home Fleet to Admiral King 



to hold back the Japanese in the Pacific until US 
strength can be restored. Ostensibly bound for 
the Indiiin Ocean, (he British ships have sneaked 
around Cape Horn and have now arrived at 

Midway just barely in time to bring the US Fleet 
to a rough parity with the Japanese. 

So much for history, (unusual and far-fetched 
as this chronology appears, it could have hap- 
pened this way, given a few disastrous decisions 

by the Axis and some really good luck for Ihe 
Allies in battle.) In the situation described in the 
first five paragraphs, of course, poor, old Yama- 
moto has just about had it. This makes for 
exciting reading, but not very good wargaming. 
So, let's just turn back the clock a couple of 
days. It is now 050D hours, June 3d. Yamamoto 
has just lost his appetite upon receiving the 
following dispatch from UN Intelligence: 

"Reconnaisance submarines have just reported 
the majority of the British Home Fleet has been 
sent to the Pacific instead of the Indian Ocean as 
previously reported. This powerful force is di- 
vided into three groups. Group 1, which includes 
the battleship Rodney, carrier Viclorio and three 
cruisers will arrive on your Search Doard at about 
1500 hours today. Group 2, which includes 
battleships King George V. Duke of York and 
Anson, with two cruisers will arrive about 0500 
hours, June 4th. Group 3, which includes battle- 
ship Ranullies, battleeruiser Renown, carrier Illus- 
trious and two cruisers will arrive at 1100 hours, 
June 4th. Also, confirming earlier reports. US 
carrier Yorklown has been repaired and will be 
with Enterprise and Hornet. Good luck!" 

Searchboard counters for Ihese ships will be 
found in your Bisnmrck game set, escept for 
those for Anson, Duke of York. Illustrious and 
Cairo. You'll have to make Battleboard counters 
for the carriers and cruisers and the two new 
EB's. Ship characteristics are covered in the 
following table: 



Ship (s) 


Surface Factor 


A A Factor Hit Boxes 


Victory Points 


King George V. Anson. 












Duke of York (BB) 


12 




8 


8 


8 


Rodney (KB) 


15 




7 


7 


8 


Ramillies (BB) 


10 




5 


6 


7 


Renown (CB) 


9 




5 


5 


G 


Victorious. Illustrious (CV) 


3 




3 


5 


10 


Kenya, Norfolk, Suffolk, 












Sheffield. Dorsetshire. (CA) 


6 




3 


4 


4 


Cairo. Hermoine (CLAA) 


2 




6 


3 


3 


Aircraft Carrier Capacities: 














Victorious 


T-S, 


DA F-6 








Illustrious 


To, 


D-4, F-8 







All British Ships enter from the Southeast edge 
of the Searchboard. Rodney, Victorious, Cairo, 
Norfolk and Suffolk enter at 1 500 hours, June 3. 
KGV, Anson. Duke of York, Kenya and Dorset- 
shire enter at 0500 hours, June 4. Ramillies, 
Renown, Illustrious, Hermoine and Sheffield 
enter at I 100 hours, June 4. 

Because of the additional units now at the 
Allied commander's disposal, some of the rules 
imposed by AH to give the LIS side a reasonable 
chance are no longer needed. All rules not 



specifically mentioned below remain in effect. 

1 Search procedures are unchanged except 
thai US player loses his extra search square and 
full-board capability on any turn in which Mid- 
way is bombarded by Jap ships. 

2. B-17 rules are completely discarded. (B-17's 
now can only be used against transports, for 
those who play with transports.) 

3. For those who use destroyers, each British 
group is accompanied by one DD division consist- 
ing of four DD's. 
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4. US player no longer receives any credit for 
delaying Jap capture of Midway. Jap receives 25 
bonus points if lie actually captures Midway, 10 
extra points if he reduces Midway defenses to 
0-0, but does not capture it, Midway reduction 
rules are unchanged, except that Midway defenses 
arc reduced by I point per turn for each 10 
surface factors (BB and cruiser only) used in 
shore bombardment. Shore bombardment is 
accomplished only by BH and cruisers in the 
Midway square and only if there are no US or 
British ships in the square during the turn. 

5. British planes may not be readied on US 
carriers or on Midway. They may land and fly off 
from US carriers or Midway, bul cannot conduct 
offensive or defensive missions. Same rules apply 
to US planes and British carriers. 

fi. To avoid the common "Tower of Pisa" 
tactical formation, no more than six major ships, 
(not counting destroyers & transports, if used), 
may be placed on any single square. Exception: 
no stacking limit on the Midway square or during 

the later stages ul surlace combat 

7. No more than one carrier's load of planes 
may attack a single square in one wave, Wave 
attacks arc authorized, anvil attacks tire not. 
Exception' no limit is placed on planes attacking 
Midway or defending it- 

8. Battlehoard procedures: 

a. Players roll the die to determine who 
sets up first. Roll of 1, 3 or 5 means Allies set up 
first; 2, 4 or 6 means Jap sets up first. Movement 
order same as setup. 

b. British Battleships have a range of 5 
squares on Battleboard during the daytime, 4 
squares at night. British Cruisers have a range of 
4 in daytime, 3 at night. Jap Battleships have a 
range of 4 during day, 3 at night. All other ships 
have a range of 3 during day, 2 at night. 
(Difference is due to the overwhelming superior- 
ity of British radar at this stage of the war. US 
radar was not nearly as good until the 1944-45 
period, Jap radar was never as good.) 

c. Escape from the battleboard can only be 
accomplished by rolling a "6" on the die. Then 
only the ships on the last row of the board may 
escape. 

d. An air strike may precede surface com- 
bat, but once surface combat has begun, no air 
strikes may be conducted against ships involved. 
(Too hard to tell friend from foe.) 

9. Battle damage results: A ship is considered 
"crippled" if it has received more than 1/2 the 
number of hits required to sink it. (Examples: 
Hornet would be crippled by 3 hits, Yamalo by 6 
hits, liiryu by 2 hits) Once a ship has been 
crippled the following limitations apply: 

a. It is restricted to I square per turn 
movement 

b. Its surface and AA firepower is reduced 
to 1/2 normal, (round this figure up for defense, 
down for offense. ) 

c. Its aircraft handling capability is reduced 
to 1/2 normal. (Excess planes on carriers at the 
time of crippling need not be removed, but only 
1/2 the normal number may be launched or 
landed during a single turn.) 

d. It cannot bombard Midway. 

10. Recovery squares for aircraft participating 
in an aerial attack are given only if enemy ships 
or fighters are encountered on that airstrike. 

Richard D. Thurston 
Route 2, Box 2643-5 
Spanaway, Wash. 98387 
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The Hundred Days 



by L.L. Baggett, Sr. 

"Damn the fellow, he is a mere pounder after 
all." It was these words which the Duke of 
Wellington used lo describe Napoleon's direct 
frontal attack at Waterloo; a mistake which cost 
Napoleon his empire, 

Since earliest times il has been evident to all 
great military commanders that to launch an 
assault upon a prepared enemy in a fortified 
position is folly. From the French at Agincourt 
to the British at New Orleans to the Confederates 
at Gettysburg, history has shown that a direct 
attack, except upon a much inferior enemy force, 
has little chance Of success. As the French 
general, Bosquet, said of history's most famous 
direct attack, the charge of the Light Brigade at 
Balaclava during the Crimean War. "It is magnifi- 
cent, but it is not war!" Even the bravest of men 
cannot avail when the deck is stacked in the 
enemy's favor. 

It therefore follows that if the direct appraoch 
is unwise, all indirect approach is the best 
solution. By indirect approach is meant an ad- 
vance into enemy-held territory in such a way as 
to (1) upset the disposition of the opposing 
army, (2) separate the enemy force, and (3) 
endanger supplies and/or lines of retreat. This will 
result in the enemy commander being suddenly 
forced to change the placement of his troops to 
meet the menace, thereby ( 1 ) forcing him to 
fight on terrain of own choosing and (2) weaken- 
ing his original positions so that successful attacks 
can now be launched on them. We have, in fact, 
deprived the enemy of his freedom of action and 
forced him into a course which enhances our own 
chances of victory. 

Napoleon's victory at Ulm, the first von 
Schleiffen plan, and the Korean War landing a I 
Inchon are all examples of the indirect approach. 
The basic principles of this technique can be 
applied to AH games with the same brilliant 
results they have gained in actual warfare. 

Since we used Napoleon's disaster at Waterloo 
to exemplify our point, lets use this game to 
demonstrate the application of our battle plan. 

The initial placement of French units is de- 
signed to facilitate our somewhat unusual 
maneuvers. Place fifteen (15) factors of cavalry 
on 0015 and PP15. Put fifteen (15) infantry 
factors each on RR15, S515, and 1*115, and 
twelve (12) factors on 0016. The remaining units 
should be placed ul Fleurus. 

It must be remembered that even though the 
French are inferior to the PAA in total numbers, 
at start they have a superiority of 193 to 116, It 
was at this stage of the actual campaign lhat the 
French failure to exploit their temporary numeri- 
cal superiority cost them their best chance foe a 
decisive victory. If confused orders hadn't sent 
IVF.rlnn's corps marching — like "the noble Duke 
of York" - back and forth between the battles of 
Quatre Bras and Ligny on the 1 6th without firing 
a shot in either, there would never have been a 
battle of Waterloo. The French Army would 
have won hands down and been in Brussels the 
next day. It is therefore important that all of our 
units be brought into play rather than be forced 
into inactivity by the restrictive terrain around 
Quatre Bras. For this reason and to avoid a direct 
attack upon the prepared PAA, the main thrust 
will be to the west of QB. The key to an advance 



through the woods is that it must be made upon 
a wide enough front and with enough troops to 
prevent successful PAA counter-attacks. 

Our first move sends 1st Corps', Ney's, and the 
cavalry al 0015 loward Nivelles. D'Erlon's 
infantry crosses the Pieton River and toward QB, 
Half of the II Corps infantry goes toward QB and 
half to the Tilly area. The units at Fleurus move 
to the Tilly area via 1115. All remaining units 
move toward OB. It must be presumed the PAA 
is a reasonably compelenl player who places a 
1 - 6 on EE 23. Otherwise the QB ridges can be 
seized on the first turn and our plans changed 
accordingly. 

By the end of our 11 AM turn the cavalry 
units detailed for that purpose reach the Nivelles 
area. Most of them act as a pinning force while 
Ney maneuvers to the west to outflank, the PAA 
secondary rlefense line around W-44. Fifty-four 
(54) factors (15 cavalry and 39 infantry) move to 
the west of QB and into the Bois de Bossu at 
AA29, AA30, AA31, and Z32 with their flank 
protected by 1st Corps infantry which is now in 
reach of QB. The remaining units concentrate in 
the Tilly area and may launch an yltack in that 
direction depending on Ihe srr.e and location of 
the PAA blocking force. We now have twenty-six 
(2G) factors at Nivelles, thirty (30) in front of 
QB, fifty-four (54.1 in Bossu Wood, and eighty- 
three (S3) in a position to either advance down 
the Tilly road and/or take QB in Hank, 

There are several points about our advance 
which should be stressed, We have surprised our 
opponent by taking the course which he least 
expects, which is also naturally the most lightly 
defended. Our two areas of greatest concentra- 
tion, Tilly and Bossu Wood, ore poised on 
interior lines, able lo strike out vn several direc- 
tions. Our push in the center has put the enemy, 
as General Sherman put it, "On the horns of a 
dilemma." He simply does not have sufficient 
strength to oppose all our thrusts. And none of 
the PAA reinforcements can reach the area in 
time to be of help. If he weakens his original 
positions to oppose the breakthrough in the 
center, we have sufficient strength poised to take 
QB and Nivelles f ran tally. If he fails to halt the 
central attack, he risks having the units in QB cut 
off and surrounded. In either case, QB is lost and 
the PAA primary defense line broken. 

The advance from here to the Waterloo posi- 
tion is the easiest part of the campaign, for us. 
The PAA must be continually pushed and har- 
assed, never given a chance to form a defensive 
line. Take every opportunity to cut off and 
destroy his rear guard. It is now, while he is in 
the open and disorganised that the greatest 
casualties can be inflicted on the PAA. 

If he attempts to form along the Genappe, a 
strong push around T-34 coupled with the turn- 
ing of his flank by Ney to the west uf Nivelles 
will compel! another retreat. The advance down 
the Tilly road must be pressed with equal vigor. 
Fifteen (15) cavalry and at least an equal number 
of infantry factors should be detailed for this 
purpose. This route must be cleared rapidly arid 
the forces there should (hen. as Grouchy was 
advised to do, "march to the sound of the guns." 

By II AM on the 17th we should be in 

(Continued bottom next page} 



The Question Box 



ORIGINS OF WWII; 

Q. In the Aggressive French Policy Game is a 
player out of the name it" another player gains- 
Control oT Ms home country'* [f not, what 
happens? 

Ah No, the player i* not mil of tttti sanw. He tan 
shll allocate factors .>■ id place Understanding and 
Control counters in other ureas, Me just can't use 
his home country. 

0, U there anyway j playei could Lhalfciige a 
Control counter in his home country? 
A NO 1 Once estahhshed T Control cannot he 
broken, 

Q. MUy two players, by agreement, share Under- 
standing (far one player) and Control {for the 
other player) counters in ihe fflflnft. area? 
A. No. Cfi/r Control counter. 
0- If you fail 10 dcsiroy an. pppunents' Under 
sanding counter in your home area, are you 
prohibited from making um attacks Llial turn 
against unytmc' 

A- No_ You are only prohibited from uttji^k i ng 
the counters of the player who still maintains liu 
Understanding counter in your home country. 
Q. Is it penniwiible fur j player using the "2, 3, 
and: 4 player Game" to place ii temporary ally's 
Control Or Understanding counter in an area? 
A. Yes. 

CJ. In the Diplomatic Conflict Table what den;.-; 
the dash. LL -/' mean? 
A. It means "No Effect * H 

JUTLAND; 

Q. When an odd number of gunnery hits must be 
halved, what do you do with the extra Vi hit? 
Ai When u IVttctKmal hit CoUdJ owvurs, roll the 
die: an ■•:.■'■■ numher means add one hit, an odd: 
drop (he traction, E*- three hi!* must be. halved: 
equal to IVt hits. The die is rolled: it" the number 
is even the I ft hits become two hits; if odd. the 
1H iiits become one hit- 

PAr^ZLRULLTZ: 

Q. The CRT shows results tor dioroll subtraction 
to -2: but it is possible lo have a -3 subtraction. 
Whar happens'.' 

A. For altucks at 1-4 and 1-3: when a -3 is rolk-d 
take the results from the ~2 line of (he next 
higher odds column. Therefore; -3 at N 
odds - r>0: -3 at 1-3 odds * X 

Q. If I had a unit on a slope hex dire Lily behind 
a browi! hex side is my unit in the LOS of a unit 
firing From i hilltop (assuming no olhur obsta- 
cles)* 

A. Yes. Brown hex *ides clock LOS only when 
the target unil is on ground kvvl (See 1ET). 
Q. Are you sure, transports can move after 
unloading"? The rules (Transporting r . . A) wy 
"Load, Transport, or Transport Hiid Unload." 
How can you justify that? 

A. II' a transporting vehicle has MF left over after 
unloading it can move. "Transporting" dues not 
filial ""moving," "Transport" is a specific type of 
uiuvement. 

Q. Can the German unload three units in the 
same hex? 

A. Yes. If (he transporting units at! liatfe extra 
MF. However* he can never load those units again 
{Transporting , . R> unless they have a movement 
capability audi can move to Other heses. 



Q. Must a CP unil unload lu observe? 

A. Yes! 

0- In Situation 12, Wftjpj and Hummel units 

cannot move. Can they he transported by trucks? 

A, Yes. In this case those units represent towed 

divisional artillery, 

LUFTWAFFE 

Q, fan you combine planes of different types foT 

one attack if One or the other types is sti3l 

represented on the CRT? 

A_ NO I 

Q. What does the letter "G +t mean on the 

Me-IG.J counter'? 

Ai Ii means- you ignore the I :.■.. nx: in fighter 

vs. tighter combat tthe Me 163 is only in the air 

for one turn, the IAS, fighters never have « 

chance to lire at il). 

Q, When a bomber is assigned an air-base attack is 

it unsigned a specific target ur tan it atlntk taigets- 

iM'-*appnrt unity"? 

A. The bombers in this caw pre not aligned 

specific target?. 

Q. In "How to Win {DL" it reads^ "Foi each 
American factor that fails to rccross the R line 
by the end of the 20th turn or doesn't cross it 
when the Aifciaft Time Piece says it should, the 

German saves one city " Does this apply to 

Aircraft lost in combat 7 
A. NO!!! 



fJLITZKRLEC. 

Q. If 1 attact an enemy city containing only 

Lighter unil* with my paia units and have no air 

operations that turn, can the fighter*! fly out of 

the city to avoid destruction? 

A. No t fighters can only fiy (Hit of the city to 

intercept enemy aircraft. These aircraft must be 

within the fighters' range tor interception to be 

attempted. 

0. Can paratroops be air transported and (hen 
jump 2Q squares [rum Uic lemiinal city in the 
same turn'' 
A. No. 



When wbrmttiHg tfuextirins to m far df«wcw, 
pities* nuie ifit foHvwifin.. 

L) Include u stamped, seif-QddrvssecI envelope. 
The fatten thut ittcttHi* out.' are answered /?«j. 
Thviv ifmf do fitti are answsreiJ lust. u& a result, 
these fetters get bach to you at least a week later. 

2. J if your qufstifii: fiftH t" n xpeciftf SttUA- 
Hon, pitas* include a diagram of rfw situation. It 
takes a gtwd deal of time w answer the letter 
ofbenviie. which Mill delay your reply. 

JJ We wish we tottfd uwtocr wcfinlcof que*- 
(torn and w> rvsvardi fur yvu. but thv iars* 
amount «■)/ ntttit we receive prohibits tttit We witi 
be glad to answer questions on the play of th<? 
game, but we cannot, unfortunately, answer those 
tm technical or ftisttmatt poinlv nor can we 
rtutwrdt dutu for those of you desianittx your 
own games* 

4.) Keep orders find other ftrntl sepamff fratn 
questions, Separating the itena of your letters 
into different departments takes time ar\d delays 
your reply.. 



( Continued) 

position before Waterloo. We now employ 
Napoleon's "la manoeuvre *nr les dcrricrcs" — the 
advance of envelopment. 

The majority of the infantry should act as a 
frontal pinning torcc. flic cavalry, reinforced 
with some infantry units, nvove^ w*ht h around the 
flank The.* object of this force is not to alinck 
the main enemy army, but to dispose of any 
minor opposition and advance either through 
F-48, by the Hal mud, or both, to A^16. The 
force from Tilty, meanwhile, should threaten the 
enemy's last flank and. if possible, cross the 
LaLasne Kivcr. These inidlrplf threats, combined 
with a little pivi&ure on .ill fronts, will usually 
«nd the PAA scurrying to protect the two roods 
through the Forest de Snignes He is left wirh no 
alternative but to divide hit army. 

Even Though now we must resort to a direct 
attack, our maneuvers have enabled us to etioone 
which blocking ferte to concentrate on and 



destroy. And once One of the roads is in our 
possession, the campaign is won. 

Whether the actual cumpHign tr>u!d have been 
won iti this way is highly poSfibtf. Napoleon 
seemed to think so. He said, "I should have 
turned Ike flnntr - the right flank. I should have 
kept the Ln&lish Army occupied by a demonstra- 
tion ra attack, while I was in fact moving the 
main body by Hal on Brussels ." 

We Liavc scim the benefits of maneuver tol- 
lowed by assault when the odds are in our favor, 
The greatest living proponent of tha indirect 
approach is Britb.li authoi B.H. Liddell Hart And 
il ia to his works that those interested should 
turn faf further infornution. And our spplir-alion 
of this theory, coupled with a liltLe luck, hat set 
the *un on the British Empire. 

L.L. Baggvlt, St. 
P.O. Box 2541 
Valdosta, Georgin 31601 



Dear Readers of The General 

Since you hove stuck vvftb us so toOD and have 
supported us by reading arid participating in The 
General, we ar* -goiri^ to treat you first to the 
tchowMig. Iri a few months, Avalon Hill will be 
moving to larger facilities. Thus we have been 
doing so mo housu clyaninn . , , and along with 
some ertideH that have come from stores around 
the country ... we ripw have a variety of part? 
that are available nowhere elsa in thy worldl 
FROM CIVIL WAR 

100 Time Record Cards . . . r 25c ea. 

100 Reference Foldurc 50c ea. 

TOO Irvrtructiorw ...,-...,,,, ,»i .SOc ea. 

FROM CHANCELLORSVILLE 

275 Time Record Cards 25c tfi 

&00 Instructions -60c ea. 

1 ( 000 Counters $1-25 sa. 

275 Hlstoriciil Summary & Notes caid , . .25c ea, 

500 fteferpnee Folders 60c ea. 

FROM GETTYSBURG 1&61 HEX VERSION 

Ifl Boards $5.00 ea. 

■\A Instructions SI .00 «a. 

FROM NIEUCHESS 

2 Instructions ........*, ,.,,.. S1 .00 ea, 

6 fiefereoee SKfdeis . ........ £1.00 ea. 

20 CombBl Results Tables GOcn. 

FHOM AIR EMPIftE 

20 Counters $1.00 ea. 



FROM DISPATCHER 

50 IrisUuctijun Supplements h 50c ea. 

35 Manuals , 75c ea, 

50 Counters r . . . . _ £1 .00 ea 

100 vaoit tif 5 Time 

Tables t5 cards! ,S'L50 a set of five 

FROM MANAGEMENT 

1.000 Counter? £0i.ui. 

20 Situation Cards 50c as. 

200 Instructions T ....... , „ . . , 50c ee. 

Also we have on hand a few discontinued 
games. These garnes are complete In many ca5Ps r 
the boyyt are damaged or havs b^en put in buses: 
of other games in The line. However, the para are 
AH there and are perfect. 
7 WorrJp owe r. These are the ones that 
came out in the early HO's $5.00 ea. 

2 L* Marts , $7.00 r» 

9 Chance I lersvi lie $30.00 aa 

3 Dispatcher rTTT $10.00 ea. 

3 Management ,,,, + ,,,,,,,,,,,.,, . 57iOO ea, 
I Vnrdicr .....-^^ 1L , ..S7.00ea. 

When ordering any game*, please add St.00 per 
game for shipping and rKwdlintj. When ordering 
any of the parts, please add 50 ctints per order 
'or shipping and handling. An order pf 6 gn^ne* 
or more is postage free. 

K«erj ''<-■'* u"':'~ list, as it will b« good alf ol 
1972. However, first come, first served. 



Q. If I attack a unit that has one combat factor 

At 3-1 odds, isn't that an Automatic Victory, 

^ince the defeudei must be climitiated? 

A. No. Automatic Victory is defined as being 

achieved at 5-1 or b-l odd? if the defender ii.-. 

no retreat, ur 7-1 or belter in any circumstances. 

Q_ Can airborne troop* move after Sanding m 

woods and mountains? 

A. Yes, subject to regular movement restriction^ 

of course. 



Q. Arc the beaehc5 north and soinh of cities 

BB-31 and RRR-54 considered as. two wpaiale 

besdhtS? 

A. Yes in both cases. 

Q. How do aircraft jet Automatic Victory? 
A. IL they participate ti <& attack tactically, it 
takes 5*1 oi 6-1 if the defender fats no retreat, ot 
7-1 otherwise. If they participate strategically (no 
ground unitsj r it is necessary to achieve 7-1 odds 
for Automatic Victory. 



Contest No. 48 



For the past year we have attempted to 
upgiade the uualilv of material found in the 
contests id keep pace wiih irte continuing sophls 
tication of our readershfp. Hut in doing so we 
have always risked alienating some gamers who 
are not so intensely involved in the hobby. Some 
critics have even gone so far as to say that these 
contents are aimed al die yainer with a 100-1 
won and lost record and a Master's Degree in 
statistics, in contest Mo.. 48 let it always be said, 
we piacated oor critics: the only requirement 
here is thai you be familiar with our entire line 

Of game*;. 

Simulv answer thy livH questions below. For 
tr>e first throe questions, refer to the diagram. In 
the last two r circle what you consider to be the 
must correct ariswur. Contest deadline is May IE 
1972. Contest entries that do nor indicate prefer- 
ence tor best article will be invalidated. 




1,1 If yoo were ATTACKING in this manner, 

a.) A vs. 2 at {3-5K 

b.» & vs 3 at (5-&1 

c,} C vs. Gat (7-121. 

±) D vs. fi ai 311. 

e.) E ut, 4 at (6-6). 

L] F vs. 1 *\ (9-S). 

You would b* playing 

as the side* 



(Headline of this issued "Best Article"! 



2.) II you were ATTACKING in this manner; 

a.) A vs. I at (6 3). 

b.) B vs. 2 at (ML 

c.) C vs. Sat 11-51. 

dl D vs. 5 at (7 11. 

e,J E vs. 4 at (3-1 ), 

U F vs. *t L2-5L 

You would be playing , 

as the *''r<» 

3.) It you were ATTACKING in this manner: 
a.) A ve.2si(10-6L 
h.| Bvs. 1 at (12-7). 
Bvj C vs. 5 at (3-1). 
cf.l Dv9.4atL3 4K 
M E vs,eat(VB) 

You would be playing, 

as the side, 

4.1 A "secondary zone" >s; 

a.) A ione ol control in tVoucht/ss, 
h.f A zone of control in Gsnysburg. 
C.( A lone of control in Chancellorsviite 
d,l B«th b.| and c.i. 
e_) A figment of the RStD Dept.": 

imagination. 
f.J Nons cf liiwsv, 

5.) Water and/or Sea movement is po&sible in 
Avalon H ill games, past and present [count 
titles only. NOT editions,] 

9.) 4 

M B 

c.r 13 

d.) 15 

»,l 17 

1.1 21 



Name. 



Street Address , 
Cltv 

State — 



.Zip- 



fetter* -1(e4 We fet tetter* 



GemltfuiW 

My Wjfti bnu^hr This game at Chmtmas. I ti ink- 
ing it would be good for U3 to piny or nnr 
teenage son. As J»l, in spite of several hours ol 
fm strut inn, we have been unable to make even 
the first move in a game, Vtjur instructions ire so 
complex and jumbled up thai il utterly blows my 
mind. 

I an . consulting electrical engineer and qp£rtfl 
ti lot of time working out proem control logic: 
circuit: therefore 1 H&ti *hat your game should be 
within my intellectual grasp, given several hour* 
10 study it. But we haven't even btitf'a able lo 
figure out how to place tlie counters, on the 
bomd to start the game, except For those in the 
Order of Appearance Tables Ate the olhe-t BW 
nil stacked on one square? 

Ueyond the problem of nnt knowing how 10 
start the game, (he real of the subject is so 
-.:!i-. i -:!i- that I im unable to even formulate an 
intelligent question for you. If wt can ever get a 
game storied, (he subject natter may unfold to 



the paint where we. ran write you a more specific 

query. 1 ■ h tlit meantime I would not buy any 

more of your games or recommend them to 

anyone via unless Ihe Other person were somf 

kind of a "nul," 

Don u Id E. Scheer 

177 Winded Foot Place 

Sm Ramon, ca. H$8$ 

PS-l Have any of ynur customers ever been able 10 

play this game siiccc-silully? 

Dear Sir: 

1 would like to thank Mr. Merriant tor hw 
interesting letter un the derivation uf Gemmn 
Armored Vehicle names. It was fairly thorough 
in.! generally accurate, However, Mr, Mctriain 
should heed his own warning on baekKrouud 

inuteriol 

A* for my background material, my hither 
designed heavy equipment (including tracked 
vehieleHl in Germany during the war. He has 



25* 



L 



Discount 
Coupon 



MAR-APRIL 1972 

Each coupon is worth 25 cents. How 
ever, no less than 4 nattpnn.i cart be used in any 
ana purchase. Orders rvceivad accompanied bv 
three coupons or iess will be returned unfilled. 
Any number above 4 may be used in any Single 
purcbsse r No photostats please . . . 



25<t 



25c 



GOOD TOWARD THE PURCHASE OF ALL PRODUCTS 



25c 



Opponents 
Wanted 



Wff'w experiencing growing paini Mora $trh,tcriber$ miMrt.t more W&nr Ads. We. fust don't have The space 
for sverv subscriber to wax rhetorical as in the past. Jo make it easier, and mere meantngfu! for all 
concerned, we Introduce, the Mini ad. Aii you do Is strike out the words provided below that do not 
apply. 

1) Print youi city and state in Box A above, 

2) Cross gui words and phrases below not applicable. 
3f Insert copy whwe required on lines provided. 

4) Print your name and address wham indicated. 

We cannot n-si specific items far sale or trade. Interested 

parties must write you direct for complete details. 



I am: novice, average, expert player of; high school college, 
adult age desiring: FTF and/or PBM opponents for 
Also seek 

ELIET GAMES] 



members far. 



H.ISTCLUP1 



. Will trade or sell games. Please reply tO: 



NAME (in all caps}. 
STREET 



PHONE. 



CITY. 



STATE. 



ZIP 



Alt Ads must beans special printed farm; those received that ar& not wfff not be accepted. 



fijjK&tfl German gjfcfl lit mi£i boy and ni^iiitjuis 
his fluency to this day. The first deficiency is the 
word "RntwifklungryppiT ,l Any out' wtiti » good 
I'.ii .'■-■ !■■■■.! !■■.■ ul' '.li.' GtTiuaii :'i :\ toWjfiSSGS lilts 
as mtKuiinp "DevaloprnerLi Typ^s," Thai's jusi 
what these tanks w^re. prototype? in tJic develop- 
ineot staRC. Tlie t;l deification numbers arc the 
desired weight (in tonsl of the prototype models. 
in the design stage, withoiu exception, weight 
problems are bound to oecur. It is a raie 
muchuie, itideed, that jtrtuatly weighs close lo the 
envisttgcd figure, when it finally tomes off the 
assembly Line. Thus the E. 10 was oriuinath 
'iiip|-iiv.L-i] m iM'ipl! arnund Ilti rnnt, hnr lhj 
finis tied product wnglted quite a bit more. J 'bus 
tfudi uf tht' "E" Lhiw-ilicalJoii nuTiib^rs hs llie 
appcoMiTiiiite weight tank desired by ihe German 
Genera! ilati. It's oli jnvstwy that they didnt 
turn out quiu tli^t way. 

ThcreN oni: othef mistake Avalon Hill was 
correct the lirst time when they translated 
" ~ t = ■- 1 !!-.=.■■, !L'iikj;i!iLrii;/\".!!i" .n, lulMr^ckvd vtrliicle 
(rii tbbilly: riilly-trat-ked ttutUittn'ii vebii.*irji While 
il w true that the fJcrnians gngmally dcs^naled 
i;xpurimemp| tank& with this word, nowhere in 
iIil- word itself h the uoncepi "experimental" 

In JaLl 4 this si'emis lo be tlu" i^tafbD why the 
"£*" d^ignwtioii WtS adopted UtK ill the w«r 
Wh»!<l a Merman ^jW 1 the ward "volkcttenkral'r- 

fahrzi'us*" he trunslmcd it literally av i'liIK- 
tracked motorized vehicle, not under^taiidine UklI 
11k-sc tiink* wcie e\penmentdl modfh. Tlius, late 
in ihe War. to clear u|i this misunderslanding, [lie 
Cermaii General filaff adopted Uie new dffllFlc^- 
tion, "lintwicklungtypcn,*" \n its place, which 
plainly means; 'Deviitopinunt Types." 

A littk- diiLjwr rcs^wurh, or a look into the 
Uurnijii lauHiuRC, would han: torrcct^ lhi:jc 
deficiencies. As it was, Mr. Me mam. your letter 
was still one of the mosi enlightening and 
intciKfctinH worb. iu (hi Jaouafy i)*ue, 1 com- 
mend you on the fine Job. 

John W. Mitije 
?14 Myrtle Lane 
Altavktii, Va, 24517 

Geiitlemen: 

l have bflffl P'ayh'6 Origim now for ■several 
months with peuple Trom all walks ol socitly. ! 
hsive played with novtees. as well a* experienced 
players. In this spree of playing I have virtually 
liulcd tu find luiv ycr&un why disliked lli* sujuu. 

1 i;ave never eoitie out in public and endorsed 
■a game manutactufed by anyone prior to this 
liiltiiT. !..!--.:■< now 4 soluly because rhis is ihe fir-d 
giiine I JUV£ avep sevti. ihai GttQceMtfutty blendod 
simplicity, strategy, cofnpkxity, piuyabilily, and 
pure iimple Fun in One pidekage, 

This game is in my opinion far superior to uny 
(jame that has come nut (to my knowledge) in 
the last SO yedi[., I highly i'etoiiuin.'iid this QjinR 
la the consumer, h's the best buy in ft game 
today - tap m.y 

RttfSCU Powell 

Preside n I 

Sparirm International, Inc. 

Dear Sirs: 

Why Riuil waigante designers, and warranters 
!:!.!::•■ !■:. for the ;■:■■. \>.--j\ insisl un wargaiucA 
which are balanced'.' ' niy^ir pfrtt-r it wjifystne 
which places one side at a disadvantage. Hut why 
in God's name would I prefer a wargame that it; 
nol balanced onf. might ask? Because I believe 
thai u gumrc is much more t-halkii^iiig, mid 
ijiwrestini if your forces are pitted against a 
numerically superior enemy There ts more of a 
thrill when you cml maneuver and adiuiabtei the: 
Ccup de grace to an enemy who started out as ej 
lurgcr force. BesLdcs winning with a diwdvanf^gtfd 
force lakes more skill and a little rnorv lutk + 
Anyway, who ever heard of a real battle situation 
being perfectly balanced? Dalanee in a wargairii.- 
can b-u a bk'^inu. m a WW Jependi; y on if you 
have an cijual chance lo destroy your opponent 
or to prove your skill in wtirgnming Playing with 
a disadvantaged lorcv tends M brm* oui tfrr 
bener wargumine qualities in a player, Hv must 
[l> use economy of force, (2) play a more 
^utiyua |&ntt tltu> he tfttttitit alfoid any mistake 
on bis part. Examples of these games arc Stalin- 
grad and ieve.ral Panzerhlitz ^ituationi In con- 
cIli-;ioii I leel rhai mi >4 unbalaiieed" wargame is an 
important aspect of serious wurgaming. 

Douglas Myers 

I4UM Arbor View Kd. 

Whealon, Md. Z090: 

Dear Editor, 
After reading the AH note on the letter page 



uf dif iiipsi rcvyiH btfiUC of the Ciencral, I <■■.-.■■ 
.surjiriscd lo find Cii.O/BA.0 on your list of gam** 
to be phased out It is my favfierte non-Hattle AH 
eiirni' sad it is a shame Lu see it hM«w \<>v-\ Line, 
I've saved all ol the mail you've suui me and i\ 
would seem it" you would tend oui s&int* of the 
liiui jiuic on the Ranics, you mi^ht be able to get 
Safes back up. It l:. disuppoinliu^ lo see such riiw 
games taken off Ihc market. 

Kobeii Oltnisk 

3HQ4 OuiJ] Court 

Pi Paso, Tmh-v 71004 

Dear Str r 

Reyardins Mr, FaubeA aiiitle in llie Ntiv-Dei 
Cetwriit. 

U) Mr. FaLiber ntusl be nearly alond in sup- 
posinB that the bayonet was pot an important 
weapon of Napoleonic incites: iind the fact that 
they had other uses at the Pyramids is hardly 
nnpuilant. Every contemporary jccouiU Of 
Napoleon's successful balllea - and lie did, aflet 
idl, luiVc ;» few SHCfiKSWB describe the decisive 
action as a charge M bayonets- So do modem 
professional military bibilwriau^ 

1^1 M;irsli:d Rtigejiutt's at:c{)unt of Bu^co, 
wliitti I'auber take* from MtuitHomeryV ffisturv 
of Warfare. Is an example of Peninsular War in 
which Wellington defeated Napoleon's generals, 
A& ] ami in my own ailklf H Napuleon's imitators 
ineluding his own marshal 1 : often made tht: 
mistake nl throwing irlcn agatnsf an UtrStuflCCTI 
enemy with daa*t(¥V! icsults, So wlial? 

13) My stacking rules allow enormous numbers 
of men to attack, from the same square, hm not 
defend from il. The reason should be obviuus, 
and I have no quarrel with Fauber's statistics, 
although 1 MUtrstion llicir relevance, 

(41 I have never .mi. ■.! Ney to be niutlt yf ■ 
tfftftgHfi but us a leader of men he Was 
something else, lbs presence at The forefront of 
his men was often thu key lo successfully 
preying home the attack. The sitaci manner in 
which the higher hq, units snJ 1hc<ir troops can be 
disputed, but I would have thought sOnw way of 
using ihent was de^truble. 

t5) Mr. Fauber .s a masta \\\ knocking down 
blrrtw intJL 1 canT recall evtrr s^yuit? that puimed 
men were hUted: the word casualties in yener;il 
refsra to men removed from action whether 
killed, wounded, capluted, ur dewrled, In AH 
gnn>es, such units are removed from (he board,. 
Ol" course the major purpose of cavalry pursuit 
was to disperse enemy Units, allhuutdi Kaubei 
mnkes nn disfmetjon between immediate tactical 
pursujit and strateRic purmil. Ur is it his purpose 
to argue that pursuit has no place In the 

principles of wuf 1 

(6) I permit cavalry lo ckiEge unsupported 
guns hecausu at Waterloo liiuy did so; and the 
ehargc of the iJlues jcc«.'mptJshed quite | bit... 

il) I C*tf*i find any supply rule in my suticle. 
IT what Fauher miaeks as a "supply" rule Is the 
isolation rule. I've div. ■;- . .! the effeel of having 
wimnunicaikius mi before. So ha+ every othci 
inllltury analyst. The rule may be loo stringent. 
but it is hardly Ulcjgieal. WIuji the number or 
cartridges unci fouled muskets among trtiups who 
bhuuldiiM have pitied bayonets eithei - accord' 
ing to Fauber - has to do with anything 1 am 
Bfjnnd I don't knnw_ 

[&) L'm inclined to agree that Ihe flanking ink 
may give a bit loo much adva n ; ;i w 10 Ih? 
attacker, but certainly tiavtng Llaiiked the de' 
fender should be wortii B&n&tf&tg. 

(9t As lo the balance ol' Mr, Fatiber'n jmele. 1 
declare incomprehension Presumably he is argu- 
ing that Nieuthess is a better game thun Waterloo 
since It has fewer rules. I would liave thought 
that WcT-rhi, or do, had more thttll one rule, but 
l[itsii I've only beun playinn it lor twenty years. 
I've argued elsewhere against ObwUbss eomplpxicy 

in wargames. 

I do appbQ^ttt lo ariyone who WU offended by 
my Waterloo suggestions. The article was in- 
tended lo stimulate iome though' on how Water- 
loo could be made mote lealistic. 1 confess that 
my efforts were too complex, us I said in the 
article itself. They were intended to gel some 
discussion gi'ing. and Lu my delimit! they did 
stimulate some hirers from wnrgFimers who tried 
them Out and Worked out tbeir own modifica- 
tions. 

Let mc also take this opportunity lo con- 
gratulate Steve Ambler On Ins Ethtikrmg rules 
Opening up Blitz into a mobile armored warfare 
game is an objective that all same improvers 
should seek, and anything aimed at improving the 
"feu] 1 " of in i lured warfare is lauddble, 

J.E. PourneHe. Ph.D. 
12051 Laurel Terr. 
Studio Cily. Calif. 91604 
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IF YOU ARE PLANNING a gaming convention 
or Open House this summer and wish to an 
nounce the event in the General, it would he wise 
to mail this information to us post haste to be 
included in the May-June issue, That issue is the 
last opportunity before the summer convention 
season. 

WE HAVE RECEIVED a tentative schedule, for 
upcoming spring-summer conventions, courtesy of 
Operation Contact: 

IFW West Coast Con (Rough 
and Ready, Cal.) 
2nd Annual Cincinnati Con 
SICL East Con II (Fall 
River, Mass.) 

SICL South Con (Birming- 
ham, Ala.) 

4th Annual ColumbusCon 
(Tentative) 

IFW Prospect II, DiploCon 
V (near Chicago) 
IFW East Coast I (Winsted, 
Conn,) 

SICL Cap Con I (Washing- 
ton, D.C.) 

SICL L.A. Con V (USC, Los 
Angeles) 



IFW Gen Con V (Lake 
Geneva, Wise.) 
and derailed information on 
to the sponsoring groups or 
c/o Alister Macintyre, 2729 
, Ohio, 45220. 



SPEAKING OF OPERATION CONTACT: ff you 
desire FTF opponents in your area, need info on 
retail game outlets, want to open your house to 
Iransient gamers or myriad other services write to 
Operation Contact. Even if you don't need 
anything, drop them a card. Alister Macintyre is 
putting forth a herculean effort in organizing lists 
ot gamers by geographic areas and gaming inter- 
ests. His results to date have been impressive to 
say the least. If you have a gaming group that 
wants to see some fresh faces, send a list of your 
members' addresses to O.C. and they will attempt 
to inform other gamers in your area of your 
existence, 

SHORT SUBJECTS: Interest Group Baltimore, 
The Catch-22 held their first two-day Open 
House Jan. 29-30. As usual, their low-budget, 
minimal-organization affair was a huge success. 
But now they lay claim to the fact that IGB has 
organized and executed history's first Origins 
face-to-face tournament. If you want to know the 
secrets of their success, you can write to these 
mavericks at IGB, 605 'D' Cranbmok Ruad, 
Cockeysville, Md., 21030. 

FIRSTS: This has not been officially documented 
yet, but the forty members of the Central Ohio 
Wargamers' Association must make quite a power- 
ful voting bloc in Columbus, Ohio. It seems that 
the Mayor was so impressed by the group's 
activities that lie publicly declared a certain 
auspicious calendar day as Wargaming Day in 
honor of their many accomplishments. If you 
would like to become a ward-heeler in this 
machine contact: Terry Hollern, 3291 Dresden 
St., Columbus, Ohio, 43221. 



Dnplb'aUtA Report 



MISCELLANEOUS LITERATURE submitted for 
review: the first two installments of a new series 
of 8"x12" softcover photo-books on German 
AFV's and aircraft. Entitled SIGNAL, they are 
published by the same people behind Squadron 
Shops. SIGNAL-Armor 1: Pz - 111 in Action is 
devoted exclusively to the P2-III and its variants. 
While the outside artwork leads one to believe 
that it is a profile-data book, it is in fact a 
collection of action photographs. The creator, 
Uwe Feist, has gone to great pains to assemhle 
this unusual and distinctive collection of black 
and white photographs. Those boardgamers who 
are also miniaturists and modelers will find these 
photographs invaluable for their wealth of close- 
up, detailed views ol PZ. Ill's. SIGNAL books are 
available from Military Model Distributors, Inc. 
33454 John R. Street, Hazel Park, Michigan 
48030 for $3.50 each. 

Swabbers, a 22 page magazine for the naval nut is 
available from Herb Barents, 157 State St., 
Zeelanri, Michigan for $1.50/8 issues a year. 
While the mimeo quality is poor, there is a 
wealth of histories, profiles, variants, and amateur 
games in each subscription, If you are interested 
in naval warfare it may be worth your while to 
invest in the sample copy for 60 cents. 

For those gamers interested in medieval history 
and games, the Doomsday Book crams lots of 
quality material into 17 stenciled pages. Sample 
copies are available for 50 cents from publisher 
Chris Schleicter, 5122 W. Carmen Ave. Chicago, 
III. 60630. 

IN THIS AGE OF TECHNOCRACY and super- 
sophisticated communications it is of liltte 
surprise to learn that many gamers are now 
conducting their PBM games using cassette tape 
recordings. Our mail also indicates that Play-by- 
Phone, using a modified PBM system, has gained 
favor with a great many gamers who like to 
ponder their moves and at the same time con 
elude a game in two or three weeks. Seems as 
though one phone call a night is all it takes . . . 

IN CONTEST 46 it was necessary to attack in 
such a way as to obtain the highest probability 
tor capturing at least two beach squares and at 
the same time maintain losses at a minimum. The 
diagram and chart list below is the most correct 
answer submitted to our judges. Note that it was 
not necessary to gain control on the Amis' hall 
of the Turn, but only at the end of Turn Three. 
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On the Germans' half of the Turn they will be 
forced to counterattack at poor odds or retreat. 
In the case of the 12ss Division; this unit's retreat 
will give the Amis the required two beach 
squares. Also note that it is more advisable to 
attack at 13 than 1-2 because the 1-2 attack 
does not have that high a probability lor achiev- 
ing the objective while it risks six (actors. 

THE TEN WINNERS matching our answer 
exactly were: Gary Bafus, Kansas City, Missouri; 
Dennis Graven, Milwaukee, Wisconsin; Donald 
Hov, Weston, Connecticut; William Groover, 
Cypress, California; Lovell Hunter, til, Louisville, 
Kentucky; Oleg Kis, Livingston, New Jersey; 
Louis Meglio, Cranston, Rhode Island; Brad 
Moore, Fremont, California; Paul Pawlak, 
Addison, Illinois; and David Rupp, Decatur, 
Georgia. Congrats and a tip of the old warbonnet 
to these gentlemen. 

CONTEST NO. 47 WINNERS earn a tip of the 
old Marketing Bonnet for predicting 1971's best 
selling Avalon Hill game, LUFTWAFFE. Curi- 
ously enough, not too many contestants had 
considered Luftwaffe; it was 10 to 1 for Panzer- 
blitz. That's the second best seller. The following 
winners came closest to guessing the yearly sales 
figure for Luftwaffe. Those earning the Gill 
Certificate are: Robert H. McArthur, Seattle, 
Washington; Robert Sledge, Antioch, California, 
Thomas Hilton, Brooklyn, N.Y., George Paulik, 
Manistee, Michigan; Brad Schaffer, No. St. Paul, 
Minn.; Joe Holland, Encino, California; James 
Silsby, Jr., Ellsworth, Maine; Michael K, Paul, 
Madison Hgts., Michigan; Joel S. Davis, Boulder, 
Colorado; and Carl C. Courtney, Shiremanstown, 
Penna. 

OUR APPOLOGIES for printing part of the 
survey on the reverse side of the Discount 
coupon. Thankfully, most of you had the wisdom 
lo write in elsewhere on the form your answers 
for the first few questions. Your response was 
gratifying, indicating how integral a part you wish 
to play in the company's marketing policy. In 
fact, there were many more replies than antici- 
pated - hopefully we'll have them available for 
publishing in the May-June issue, 

LITERARY CONGRATULATIONS to Al Nofi 
whose "The Renaissance of Infantry" ran away 
with first place by 3 to 1, justifying our selection 
of this S&T reprint for the Golden Pen Award. 
Other winners were' Peter R, Bradie for "Panzer - 
blitz Concealment"; Richard Thurston for "The 
Bonaparte Squint"; Lewis Blivins for "Available 
Units in Blitzkrieg;" and Anthony Fabrizio for 
"In Defense of Strategic Bombing." 

AT LAST; someone has gathered all the best 
"How To" literature previously available on 
Stalingrad and Afrika Korps. They now appear in 
two separate booklets. The Wargamer's Guide to 
Afrika Korps contains the eleven "all lime 
greats." Similar treatment is given the guide for 
Stalingrad. The "greats" were selected from a 
variety of periodicals with proper credits given. 
Both booklets were prepared by Panzerfaust 
Editor, Donald Greenwood, and available from 
him for $2.00 each: 124 Warren Street, Sayre, 
Pennsylvania (8840 ... an investment well spent 
for those wishing to improve their playing skills 
for both games. 
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>LV4rifE> fUytt 01 rikf | HtlOAl Iftr E*Tf Jbf pt'«e-11 e 
ft^ Pifijut. B LhTflnSir, l.jifT . [J-liaj. Hi*. A*?iLj. 
Korp». JtfT Mctk. lieu Dr I Ifl. E*tH Hoh_ Cjl 

S*5<0£. 

Horitc pbvrr oT hrxh ithool j*i!. FIT opptmrnli 
fp[ S la I in., l>(Jsy, Hue; |MJ4 J« Wii, fllf^S 
A>iJii-H[>[., Mft tJLtpju. (TL. VjUi 
WniXcf player rtf adu^l ige S- I J- HiJruT^Sri 
npjniwnfi fnr WjIit. BiHf. SWlhi, l%l""y. 
Pannn Clih itrfvj.i.. J*l& Uli>1b BihiiIiii Bit.. 
U Jult*, Pj. ^JOI? 

Willi Ed mire hide rDfifnjnli,[iPn, ^wlEiiiri, 
HMfinbt] Urn Kua P.O Box «3_ Tjh Pinoi t* 

qjlHS, 

i535ntTT( 



Avprnp pl* r -BT oi mfjt s 

pwn oppo. Tor Af fcorp., S»i o-r i.i..i ( v. »»w, 

a«jii>i., t%ijpr>i uniMiiu of w*n, j pi*. ». m 

l-rjr-..'. L: L-/.(. Lou Ell!!l-.-. lEiMfrn Froiitr. 
jifnncrj! flAV Alui irr:k. imntiEJi Plei ^|wlin 
Jntn . irmni Wjipmin^riiih lijr nulilhrr,. «4^ 
'-|.i'-J.i;il'.i.,i !"■ -.-_ .1 1-_ raliadi"' L.-'i Arr|.. '."j. 

bupcTl p\hVt* «F hoDl **6*l it) 4nnnt IIJ ijviI/ot 
fbm r>ppia. Frjr A K, S^raJ , BlitL. H. iiJ Bujgf. 
■j*P^., l*W»[t"e tTiJ. F*rii(t Tiumi Outfit Dvtf, 

l>.<>,_hix i3t e 1 >wO'w, lit ft&frn 
E*r*ri pl»ytr o[ iji.iif jii FTF ind.i'uf phm 
.ippownEi It* RUr Tirk Mkn ierk rnrtnbri* [eh 
5««r Trrh waipmr rli.h Tt.,1 Imi ^rvlii, Hiii 

a33T.GmnE-AFB.,C«. 913.^1 

Vlfl [ride er ell Onitmu &n Cunljl, bnmf 
rs». iK«r brtn jjIikcU. Ttnd< for PMH . fc»i i"Ji 
rrc^rnuily. Krvm Ailarnt, AUEcni; Di . Esl.nEjlDn. 

OnHijm, flBBflfci 

LtptTF fUy*1 ill riilHIRt *|B FTF inJ.'lr pern 

opptr. foi AH lid SAT pmri. nrplnrniry *'»" 

jnl raembn* IW tfik Gr-wp A « (3 A rSJbkV 

ffj Vf^ttB An UinirrejE. Pp." QycWf Coiifll >. 

Cj. 

AvcM(r pJiij-n (i i :nii^fu it*! vuw flpnu.iLii i7TT_ 

D-P*Vj LUfl„ Ftnttl r,«n Wg«J, MarMield h. L 

1 1 i. >r J [hi OeaMO, Pro" ; .'..= w- ' -i-.u- HA 
l*i*it* pl*yeT oi colleif ip dsmw ftK 

9pi»-i*riii for Ufttaifr*. lH]*.llLnl:rW(,MllllT. 
■>ILy*iri, HNlmil Will trull- lh uHI (liitn. 
UVJOPH Vin IJ'. tr \^ir Vi|; lf .. I:-; I l ■-. |i,f,-, 
T«lu HQ53I.«!I-510I 



Ainrjjt piaypi' i]J aili'li 7H« EJfitnnf Til >pponenE< 
r-.r el-t.ll>J, Mi.la.-j; Ue Ml Ti.-KU'-.Ti for 

I.'-: -j-ifj .I'.ijM.-j!-'.:' Ft'ltt. Will UtJf [Lf Mil 

U.m« l.»n> F VinFian, I V-4lh Si . Fl lupTrn. 

fj.ilii r Mjl.^l 

A^eianr ^laT^ irT l«I!cic bj^ Jcu>ii»T77' 

d-t"]n?Ji[i ftrr *U AH ft SA1 awt- ^id< I Mj.f t K 
Wdli. Bum lip- UBiAh Aoiatuiv. [."olorrio. 

aawo^7i-w4i. 

».*pfrt pl*>*r ■*! jdull iff during f 1 f o-pponjr.il 
for atrnw ]i,j- dibs ""f^n* a d»t-, i**- 
CM2KU Hd-jeJ. ti+ii HltlAHi Conr.. Of I 1.1, 
l f .-. | :,;. 

Fi|rcrl |iIjjle ul ljiIIlil' JilulC ice: JtiJIJrii 111 
unuimli luc AK fj-ll.) Ej-Qiiht- IMilJt* 

WT.id.Butn Will iwy HmcjL Rictunl S. CiiiTitt, 

|<J rredHii* St., KjieIi^J, tour,. L*1Uj. 
AtfHIr rJ'V" " r *l-» 11 ^ JlD,iJ W ieeirm* PSM 

oppoKmif for O^KTlct A Wwnirlt win frvy (»mrv 

J.,n^ Tlr,i,r,. 11 C.Kir tUlIK, M.:,|1 l,f^,1. EH 

A>E.iit( uxr^rr. rlirtr of huh Kh*?l <k bhBw 
PBM o urOiii oil Lor Ar.EUU. (iLtH, l.j il*.i i !*■ 
H'hiiti. auric. Midh-sy. A.K. BEitr. MatlUlmiritrr, 

W/ v hWncU Hrtorf, tUd Lyit*. l^ntf). UrJ II. I/Jl].}} 
^3*-.!(M*l- 

AVJf*|!t pWS *r W' JITDLT EflM'OI -in* Ej«dITlEn£ frf 

nfipcitfFiH IrwMwIoriv, A K. Bii1[f, Wnlc*. Bot«Ti 
Hnrti AT? BUdb fViiirl. Oun«E 5 inn Ofp+7T. 

vMXfl} 

E-i|itii pakyiu ffl liLrtl hIubiI ii(c JriiriEii, ftf 

■UDKi-n*iiH fur AH Emu Alim i«k mtirAsH fo| 
The AfiLtin Kvwx. Wi|i totta jf >;ll mmt* 
K*fi.mi;n. R*K.li . It,'-' Huckmikiim tiiiwl, 
«r.!«rtxir>. Conn 0*1 L 0, TSS-M a «,Al«0 Mfc 
m^mrxra lur -t ^m> UlunJur'tMiTlhrt 1 ' 
SI5iw5 Tjupc* oT i4uii i[3 oV«nri| TSH 

rppnmrnli Ett jVX KJW, h-Kriej VKC r>j>id 

r»riwn. irsH NAVtauuinuucr, ihj, .'.>j 

yjjhmttoii M«-y V i pd_W*itiiFi|.Ecn D C. 20310 

b\pc't -pljf r; ol ■! i! i -I ■ -:".. -Ir-i.ni.f III gpplntmtt 

[oi P-Hiitc, Lurinnrlc:. auift P S-CTH, A..K Judrod 
W'U iriUi or Mil (imfE- OnunHw r., Hi^PHpriflm , 
lWfrirXh f| N.» Nvj. T|*. KiriffiWH, l> C 
30Q J*, 333-34! S 

Hnvlcc pU(frT i ^r In; h bLlnjiil ,ijr ilrMiiiit M innlAn 
Mil.., .„■,., ., iLl . L'.C-. I JUll.-Aillj. I !.J ! .-.|i H-.v 'i« 
^ Wa.y. ■CjinLjvUlt FltWkU, JlHJt . ?TrV?SDf.. 

Arirw pii«r of c£i1c(e pLv dmnnt ftf 

■jptyiiitnli lor ill wji mM| Miif UubUrn:. ISIJ1 
A» Huvum DrWf. litksoiwll... Klfin.1i. i2Z01, 
J ^j J 1 1 

AveritE piiyc* di luiA lehaeJ i(r dmrini. i'ii' 
nppnnenii ii>r li-n«y H-Phti thticii JuiLmil. 

B«I|T. -»nj' pmr* nfijwiprnl bS Rryain Bcrnrr, 
IM OfinwuiMl fhUndo.. I'lLni^. 3:H01 

lW*n*il> ^ . 

Fji- L'£S. Crunl. Fiuict "4ft WiD InJ: tn o=H 
jairiiEK. JqUji I, {Tiir.Jler. 127*1 J IV. I Mh it. t+, 

Tjrupn, HniTfa. IStjJ .\ "J I -H-UJW 

AvtriBf -ptS-yBE Of Jtifji ttpocJ jejt ijpurirtf ftr 

oppontnu 1or K.llpiI*. W-Loo, At, Bjji r> of hrjnni , 
Hi.|*iv. K-tHirf. L*ahwfJpV filler whil K4tmkl 
10*ri Ahuini At% M. •**! WB*B f*i FluiJiJ*. 
>:?»?, oTl^SIC . 

AlfllfE lifTfCr E»r iJyll IP dinjtni|: l(l unVJrstn [i 

for B-J(rwt, r^Nij II, -pwni I & J. Aim mk 

i«i:i!iltr'-- k"r AIIU1U Ukl, FeTtfr Hyfjil, MtM J" 
>0U^ OlHrK I. Vail H*r« t 47i 0.*4ik P,o*,i 
Ailami, G<. 303L>f, 3TrK> J .-'r ) . 

*TTra|f playrr Ejf irlnli ip- rkdlrig PO ijpp|ir"«"|iV 
f,„ AH W„ B ..,.i, )4t9 HA .ittiIu— FOJ hVE« 
WuMiiiUii, null. kjjI-lkjjLr*^ ISJSW tlwiKil 
Dn^ic. Mtroii G... -1I3M. J'^IJ-14. 
Atfrajf j-liyn a! hipJi itliooE ■■_<- Jrjirun FiT 
uppunmLi fjir I OH, Julluiil. P-Wiu, Kinfl, IfSW 

TfTmii naiwiif fTiiiifl.in TuniiHi rtiii.Tii 

Pm.i^-I k-jJ. -, .■ ■■■.■ 'H ij.ii: ■'_.'-_/; , y , v 
Attrjj. pl», i-i gl irltj| ifr L)»«'r"ri|l I n Dgr]»nnbi 
for ill hrjrd famm ind mlnUtuivi.. Alto .igfllc 
-, , i ;•.<. Tu ma. : ■■ £*■>«. . il- liriuiLhn <ii 

K. tiF HfniFlum Hi ■>[i^: k il^H 1 

ArrriK cliv.;r ^1 Jilull tti J\.nfiii' lli tudp'or 
piiii oppon=nli Ic'f rV. rV Bkirt. Hillk: af 1Iii|«l-. 
*J u ao 1 j."l «nn blI Alio Krk Inlfl for rion AH (iirii'i. 
Will Eieij- jji-1,.1. ArtriLii Witt-, CUB rli-i Ji4-i. Ui 

Home AFE.Idifst.. tliWlt 30^14^3 ]««. 

hliUi:f ftlifpTi II' 30 nil JJ* JrllfLfiJI 115 Ppiirtmri 
Few <>i|i|.inu, ^ ituh * L -i hiT--..-.l W.u Fnr AjtfilJ 
Mr A Mn 1 l juI I'j.ldi HI % I lik 5t Add.1^,., 

Itl. MHIJ.5<3-55fi,Z. 

AvEfiKt plavn *fc? a) Hep: iw cjntnni fff 

i»npPFi*n:i iof i>wBii«:, g-tjirt«i, |VQ»|, fHiiir, 
,\K. h atus, w« iijmcp^, ui Muni 

Hildrfll, A/hnttnr HI*,. Ill 4QQ0;. IJjVUH^U 
Ai#ri|r pLiyr-r nl idiili in-" d«drtn| hr opporbHiu 
l"-yr Mkar. rUtrwi, rS'ilp*. iiuiu. Tii> t|. 5ijh 
^nhrrmii, *M rhihlni't. Jii-llimwii]. Ill *V0|tH, 
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AVrngE pbyrr H"f ciill«uf qr d?*tr)nr F^W* 
■jfptinEHiii. for P-bliU Rai/BninL] Hall, itilii W 
Hnilym^iil *rr i'M.jr" rllmrrn rinrjtg 

h i |V"n pkayrr nl I'L^h u.hiinJ a|T lIcui h i|L phfii 
ErpLflmLiiU i'.n i'liu. A.K. TiCtKJ, [1. C-C«tv>l A 

Uruoub. CtiuJ Linwrim:. 2H0N. LrncaJn T W 

qJmj.tN. iiOtl*. la?-o;«. 

turcrt fluvcr of Jlllil Kr50*lauejteun^Ki[l inilrar 
jibrr niilMHinUi lor Anew, ¥ Kill*, M'SHay, |$(4> 
(I bimi ALu mk irwmWi lor TH< [isuni l c .i Will 
1roii« or kIi pIML WUUim fjji.-jik. ; -.-5J W 
40lh Sf-Oiienu. Ill 6nf>J3. V* ?.94Ai 
Ak^r*!* pl*yrr OI" h"|li irhimr ap ;Lrtiinij rtf 
cppEinrn]'. I m lufllwoffc Alw IelI !ii£ isi^'i fi» i 
4-Jl 1 1. .. i ■ ,■,.=■.■ u( ! .,;' -, ,:;i- ^ I ii , :, or kII 
*. mt i Milt ricllt I4D BikKhid* Urii( 
^■rr^n Urmlc. g. Wl ffl, H3HH3 
MWrKC plIptT or COBfp It* daaim^kfm for HhiIIb 
ii! Llie Unl|>, W «. liI Pulp, Juilind, An"". 
P-&LIU, B-trlsj. BioV Klm.Hi". Ml h. UrKCfB 
H<B,WtU . Detail.. H1iiiOii.. W)M^^>T.riTJ 
A«tt«|f ■■ hirl> m-lhiml «p: |fUyer Jcilrrs itl 
nvfuiitmti. WLU. lndt or icE umej. Jell' ViUmio. 
IfjS [Malld C[_Ulj glMgL 111 rj Jol I. dW-J I ]■? 
AiErttf pli-v'Ei ot L'ollfi* S dwrirun pbm 
ffpHUmHEl f™ PhliLc Ol&ijw 341/ antinBA ind 
nrJ< tou wiril. 1- Ltifttuffr. Any pmc 1 im 
Hiwrnuii In ill, Frt "ak Br*nrJ ***■ If .S r r* , i A T 
IibVal Vit&mt, rrrniiT (rfnirltM, Hind liIYet l.,l'.-.. ,1 
Hill I par; pnlaEjc I i ".I MEkilli "l. 1, J I.*im(. 
Fvimtmn. Ill AOJQI .^1^*91 7 



QPPOHEKTS W*NTfO 

A-.-r.^iir piij/fr vf iiKni jpi j-i.;i-,; pbm 

opporwnii (im f-:inii, [ui>y. aukft, w-vfke. 

t-lplrl, Ulvirte, P-PUIt L,& Smith, C'i! MLilLtl 

ri,h.f:ien Flit ii III rtfllll 

llsprir pLlar: j>! iqlull i£t dr.i.iiirf iitrrii, ULTixjEEmLi. 
En f ..h.:iEjj]l nuiEjii- A Nl,iJ*j: DnnuLiiLE,, Lei 
(i. MifllKllri. IUI JILItlnimef.lH.rjOSIfJ-.lfitSt 

!Sb-J*l3. ^^_ 

■." ifk-- ufcyti ;l ; Jej.1 ,!. Jn-^.ii' ii; .i-.,l .>: y! i-' 
o-pponirili ior Jv-CraVI. Cordon ti. Joliruoit. ^-tJ- 1 

i .. | ■ -. hi-.' ■■■■-. ili fiOAU. ■i.i-.i"'. 

Hoilce jilayer Qf lOuli ifp dvrdrinf pbm oppjrufin 

lp El-IJLCL. flilL Jinl.ii-. L :. MD3 Ijriinnf 

rAiwmli, IILfiHJ5.6J3^l^ 

F'tfopfunrnii for S*rtd_ H. ol 13. MILilr. DuJii 
Itmti [..iJ.a. 1JH H»r<r Unve, >.:jilhli.e, HI 

rjlHe-l, i<j-m"ri. 

A"Bra(Jf rUVE* l'< h(|B H»0e"l 'H" *n*i«i| pb|» 
OpyufivnU AH Birbirtta, -i-Grtd, L.*jl|E n J , -*l»t 1 
anrl hii'L- rf Ihr rHi|»r Paul Ur5.T>lpi. fUj 1 
r,. HC n.l,i^ t .i^., Lip-k, lit MK.11 



QPFtlNEHTS WahTFC 



hi Mi;-: 



Ai:r*bi eiltit Of lOIIcjl AH. Jf liic pben 
bppgnwt for H-kneB, HJtlw-l k^icrien, WW 
LtUniTTttHl. WHlMTW, ILL WJCr3l 

'.-•■■lift 1 i'-.ifi v- -.--■- iv !■.- -r-. Oi'.'. ; : " '-I '■■ 
pbm cppontnEj i"!n !. 2. J ^,j.jki B.iJ|t. 

A-krH-i. Hluloar O'uml. fiMQ Amn.ui 
Mhfalur%, >*T •rVrlrtK AIki uvk nmrrVr* f™ 
'.1i,;-r-ii-.'; Wj. UJ ,,. u -. .,-„.£ C Run. BJW. 

WpfiliSf,.CiT3%nT^»p',lnElj<iE*4j>J|3'7 
Avtrijn: ptifEi of hifjr tchool tdul! m vlf wnnt *i| 
and.'irr nbm iipptnenli. fcr Rinej. BiEltc jl Cht 
trnif*, P-nliti, T.ttKi I, II, 111, (nwnrar Aho 
i*ft immbiP 'ui- Mid-*f-r."b ivj^mr-n 

AsuwiiiLop of Arrant - * 'ann Bfjuifii, 305 WtHLi 
3i , Ci inHtl PuibI laiu. 4it3e37 

Su>iLiMrciflEE plarf-i uJlTpLje^t rfjr iirijiin| pilrm 
oTipf.mnbFDTP-Blitr.L-Trkin'e.U-Uiy, A.K.. I^H. 
Enlip Elkjiwjr, Til- If, Sainarrk. Abe xck lnci-1 
■i-i^EjOi-.- dUtt A '.i, ii r.iV ■.■' »:ii " b-.- .[ . .\ r.sn 
rniva i iih< yoLii >attf«j Larry litiie. iJLi K. 
utt si. ho. loo. City, nm , jj>wji. 

i : v i.f- ll1i..'-'iI ift JeunriK l-if 

r.pimnrnH> Br W-L(io. 1flia. >Ulnd r A_K.. B», 
fliaJain l>.ika|i=k. LrfprjJ Aljtn. 131 M. iVixrJSl 

OifTith, tn£ <ri,3 1 Q. alJUajj 

IHiIiItlM adoll i*i rrLfl'i-r deuirl JIHWIls *l* i'ii in ff, a 
K-tpirl. Mbdwav or Pblilt. Ai* *rtV McrrAtn for 
Kiipirnainln Ijf^jm-iJFr Kdteri L, Hill. V.X. Mfj 

2, Lai 71. Ur*«im>ud Updphi, Ind ■UsLii, 
MMttt. 

Awn(f ij>1I(|p jf/ pliyrr (lniilP{. rir»nrJ^rP8M 
opponenlr I'n* P-blliT. 9ulfE. Jmlifid. L-u>i'k 

Mkfabj kU r r, Mm. ,,T {:„,,.,r.l [ . i-nr fi.im*]!. 

i.Sfjit:.i?i:tiJt^iiii.E»-^iV 
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•Um^x-e-nverip ptiu-LT oj nion e^Ii^jdI ifc d-iit inp. 
frf IBitfaf pl*m ripjuinriij for B. «f (i, fOn^i 
LI -Biiai. Hkmnirk: flcni) A. OlJihy(, Mi', &u& 
fJA.iilii CbI. Vlttl.iiL. iuum.iiji. -iKBLi 

BattWI pfjjflt ol iJriEr, ip rin|Tii!( |lf Uppnncntl. 

lor ill AM, SAJ, CuirJon & orhw= Also ^Hk 
moiHir, lor *ir-iv <>i*jni wjifjmt*^ KniWra A 
Tu«H,. EiW AihU fH„ Niur Dirrnrw. LDUuunj. 
101 l! f M JJttX I 

Am-.Tsp- pIlJTT r|f Il|[jJ, ii-tmol jpr t | r i.inn| Hf 

Off* " *"*! ■» 5*T iii-^t f>iife>- Hojur-, V*i 
SDiiiencl. New tJLle jii tU. TQ | K, Jftl- 3 aSO 
I mFI acll umti KuikII L_ !rtllE-:i>*n rLT~B.-" 
HI . Uluthf. rLj.n-^.1 iirJ.Qf.l . 1 '^1 MJbi fWQO 
Avrirucr player "F iHKJl-LoQtxo itr ttcMrii* piip 

oiipo-fujnti 1 at f-rm;. V-i>*y. H*ft% Ull. tTitu, 

Bre-rtUhrj (AM/, &5II UfJiU. [VN TUbrnthiiy 
H -.l.il.il ■■;,. 1^ M-J ■■,.<■> ■:•• 440U 
Avsijp pliycr ol flljfl rryiool ice drtlrlnj fif 
anErYiH phm u^pir.pn 1 1 In- Frnfint tJ Lit llr IB 
l-vnlYr. A k jhpkl, fliunaulL A Ullilai^ 
MJAiltnTt-lT'l. 5l(i[S: (till (!/!<■. IWS 1 ! OAhtruihl' 
ll-ad. I Ki.u.e| « At. Mil :\Q*i, 44i S-7Qfi3 

r^c.:'i- 1 I.t.-i -i , 1* Ii ...'■i-.-I .,-1 -1 ,„■ T;l 

ppponeoh Im |y|J|, UiltnrJlle, Jutland, MmJimy 
*ll| LTMle « (My pnwi Mktufl D*mofa, :-nn 
Fifte*IJg Kdifl. FiLlIf h, Mj ^1[lb.i 
^vriapj- pbj,rr ri[ Gnflrp. iff ijniriiif flf 
ulu.tihi i',n ill All A SAT plane* Miik Tljik. 
i :-:'".' J SnnKi'lltiinEii: ft'ajr, Grn1ln:iit,uft. Vld. 

»TtM.WrV»IHi. 

Nnricv player ol idull jpj •Jcsunif frl imlJOTpbrn 
ppponmli foi L-wilTc, ISM. Will J-iiy [jtnei 
H. ■■...' I. i--.^..,-. '!.-, H. .,-,■! I .. I,- in,... ■, 

Pif1(.Mtl.aiKJ>.'dft3^14fJ, 

Aicnp rbfee [if Ugji u±«i< i(i. dtjimti ftl" 
oppomrrtEi (oi jlmoit iim/ AH (rune Aim a«k lo 
i-.i-f 1 eMi, »,|! , r j:l. jjn-., Mir, in Pul-sl, |»M 

flint Hfjcuii- . Knut:^ i:< m.j. -'.i' !--. jijo-snTs 

AWr1|e [i Ij-y'-r L if IMI^ tihrJtiJ ijr iaeilfl.rtj '. rr 
MljWltj ii'hin irpi*inriiN fin frillatvl Aii'iii SB. 
A I! . W-lrti AHta-i «vl BUrijiCI F(^ lnll-,rmal 

■rafiiiiir klub. 'Will -tmrlr tu ncLI tiimcii Duuflj* 

Fwk, lf» lUMUli Piirv. UEAuay. Mil. 

llW3L7«^pn!)j 

nmnp; [hicr p| liiih nrwrj! «* Jcsirirn III 
□oporHTitL tar ill iirnuution All («hi«. Alto utt 
nwniben fur ln.ail ttBorkidmi WLb higy pirn 
Therein Barnn, 1 3-D4 Jdniiv Avenue., Sili-burv 
Wd. :iMl t !»l>l|TalJ.?lll]^ 
*k 1 . ■ -j 1 - ..j-... lil" -ij 1 - k.liiVi! he ikililiij 'ii 

1 .-.I ,.. : -.-,..- .i- i-i :■■'.. 1,1 AH 'w-l.Lur !i 

of iJk b. I>l)a!. t9t J , HLd«riy. IVkriti, A AiuJo. 
Will if-' J- «r icB ( M.=i.'. Alitt :..■■: EJM 
■ : i - i-i,. !■ . 1 .iifv. ii, I'.r ui>: ! l j = 

N&yieiC pbyET Ell riaiffi KlHlill a|te JcMriPt III <Pd 
pttm OfiWrtfrnli T« -iTJ-iiety I. ShuQh. LrrtHtlafl. 
Nfllwli.lo, L9|4, Cliitijii, pip|r>nn<y, Dlppy, 
V^rlmlt, -Ml iltjlv *e» ffanh-E t TiejI iffh *iirt iwt 
iirEtrtLcn fti StCL. iFW. |ffi0W mUic^tcJ lii 

i~Lei E i.iiri mm l1u1i win kJ u-kieu .tgli. EkuiiEjit 

L-unJili-^n. KCElOctb Bnfl«. 105 Pu;kJ SI. MNillj. 

mjj^jji j;;i f iri 1 \r,i.j;JH. 

Efnfi'cje." pQyn of a<Jnlr iff d«BNn| flf oppon*n|i 
i'n. ^kirlej. N#tT, AWlp., I*M, ikn lee* 
rnemhrri Tcr r\W [Lull. Cflii TtunliT, JT Hjli^mTip 

3D. [KnLiie>hr._H»T»_0Ji:4 iJIrUAJ. 

AiEii[r i'Lijt: ft" llifll sjiuiil etE tltuLJn( (ti 
indAjr pbm "tppoptTiij fw Krcnl All. [a-ppi. 
C'htta. aOTfic ipoRa pmn. Sifiteci. I. Al-w i«k 

rntRilJCn ffr itjiit J O-lubi JdKn Hindrr. H Prist 
Rmd. PcJtrtdy, Mart 01 Wfl *j 



Jr-HlMn Sn ir f-Lft ltifiajd. Ma. t. fll IP I . *jjjj7j 
Birgnw BtaVrt Hi .'[TLIrKE ire d4-ujtn» III nn|winenl> 
lor P-bLiU. L^rit. F.-vft+r, fi Day, Jnlin 
iuiLit*ii(, .4.37 Hifh 5i™*f. Ttvonntilit, Mwr 

CHUT). :JJfP-?°?|aJ- 

■^nwr* clsy<rr (jl rnjr-, jcmmi age •rttirinj rrf 

Eip| r Hienlift< I»H. rUrkrE. ^hii, K . ISmlirtV I * 
TruK-c 40 WlU l.jrSt he ,dl (*.„■:, Iij.,.1 
MociEJlrjd. atdjB Djftt, WiLumuHt*!.. M»t 
D-i:A7. JitMJIJ. 

nlovitie ptiyai 01 watt* aic itHLrijii pbm 
Dpponrpii ibh iyii, u-iiriEC, lidKT. Suliw. 
Ijinrter.. Pippy l in. FnHKh>. f.j. Cflnvcnt, 113- 

FJm Ii Apl 1 Ann A>r»n Vdrhiiir Ail ■J 

1lWf,t77-yS 

Will t;U (illlEL Ri-llMlilthlE EfJLrt'M OiejE 

adtttairjft jJnwiW. dll AH wnami. AJr im (kwUeIiiI 
«Oit4itWri. lEirialOTVlsqr Dfind. I !2lia Wcit 11 Hilt. 
llltBnLlViEiaTti.MELh.tnJ! <gggMg*Wj filtl^ 

i^J*-.' ;,la«\l u-1 LLilLeij: afr Jebfina III jfni-nr 
pbin ^ppnnrntt f«r Amro, MjIhj, |61*, iJ-Cjmt, 
Midwiy ituwilwii minuKwrij yunfjuu RouIeI 

iaabet tfjti ■li/i-llm, IViitiiI Mi L -lti r an ■IS'W 

yi.EJ.HT 

WiF Uiak ur vD iiiieti Uti\ Swaimii,. V3 1 

Chipper Prr*v. FrtinoiH- Hn;h. 4^4 1 ;, 4W^54ft 

Avatafte- ti«V«r ol 'dull IK d<=annl ohm m-nl! lor 
trirtkmt !>w Mi*fler, 35." ft'oodoisrt SE (JtumI 

npidn, Mich Jiojut., 4 jfc-j ?Jt». 

riout.* ptivri id jiluli j[t i^MTity ]|T jnJ/iir pbm 
optwuenti for Tiliis.-i |l, p-lEThciV P-bUn, t-*rHf*. 
■Vj-.-i ^'"i kvy ,-<p"'. Mill btiniT, ]J*J(| 

HtlitlCnl Ruul. Oj.klc> MjLliifaii. Jr*S49 
M'-ri^VJliMI 

AitFicr p!i>vi ioUc p. i|x dcviut III vpponcnl> Foi 

:■■'. ' ■.-!■;-■. 'I - .!- WlF] [ride UI '-'l| ijj:ft:."i L\lc 

^!,i Jim. :■",'! ItfuilVHCJiBkPirli.HKi.. 4EJ3T,Ll 

JUJ4H 

f\prn tT-liyfl-DFcoUcfr ifc il<wldk| ftfop|»ft»n 
r'r.r b-trtf.j_ liiMinil. P-hltr;. A 1*1 vtt mfmhru fut 
Hm|irm I.. idnc> Ti rrf Hun. Mfi'n W llmikmiTEi/. 

Rwiittfgr. tiiilt taOuJ., r>5i-l4?3, 

^;... 'I I" pij-'-l ■ ■' I 'I'!' '■< i-'-.l Iff .'.",111 ." I- ■ .I'-' ■ I 

libit, iliJi^umili fill lililrki icaL. Will Ijiulr ui >dl 
■airw). Pr»d Muffer. Mil No. U St.. Krartb St- 
I'iilI, Muinf-cLi, ijltfj, r/M)'J. 

K\|!fli jt|jv*r nil idyll *k dnin^i AIIi«i Ijj 
Nuiini 1 3-? ■ fr s-% : i- ■■. bUIIL* Plin. K.,.i,,'.t. >. i i. 
UttM: "feHtrn*^ WWII I & Ajiiajpjidirn.. Dand P, 
HjiHoat. tit Grim W«4t * Wj.baut*, Minn 
^5dJ>, 3i^S-3AlJl. 

T-ilr-il |ltr>rH ill lil^Jt » InMll ,^r- Jr.M|nu| Jillim 

d0kaMMi i-v A, It. S.i i. 1 lt-.ii-. \<r ,. i ■■•ti 
fl. ferittin. 13 fl*in Sir^f-t, Ft Uono/d WwJ, 

MinmprttlM^, JML^jj. 

\vtriff .-aiHrpi HfrjR j|e Atmni phin AujxinEiiH 
Fur WjurliWL Hiel>lT!| Filtld*, »0C*o b jii 1,-rr;. r . 
Ttiyl^urp ■vtn.-Hiry M|H, 8 Ifc-'^ft7130. 
Atmp pJayt-t etF raillfgf iff d'll'InE' HI 
OpIttiKfili ii.Vi All A IV> A fr-mi A tup icrk 
:-.i:r,!,-.. . ■: il-V. I',., iil] I.....L. IV,, .,■.- I',;l 

Ct.llEtE.fc.i.^Oiv.Mi.. 64] s:. 

Ai'eriB- ptover ol idull tu deiiftru; -rbm 
opprincni* lor Alrtk* .K»rjH. '".*Ey IUIlu. ^tJi 
HJtducn tVr Iij3, tirui OtJ, Mo, t*413i 

MIJS3JA 

-it iTjf« pii^rr ™r iilu:, ip itfiinni 'e' iTiii/nriil'ini 
opprjnFnit inr MSnd, tJ-Nnnt, A-K. lulp, AimJo, 

La-alTe. W-Tjm. fiH 

Aiujfi pliitET al hj|Ji, uIiutiI or i»lkp «je 
dtninni FlI inJA.i n'j'i, Lippii.in,ii Iui Ci-|iiu|. aim 

III ant) (Urie IIUel, diirt. Abu -nek It} Inltl a club 

Jim QnMn ID, JJi-i LaLiiifn PtiU Pm*. 

CTartlnt«,KC JIM1 114 3J-t3. 

Air*t»lB pLi^F *f nltll ItfUrol ifi>- iejrn.ru i>t?m 
itppmrrbl-n h u N, B of U. b p*i. A . K .. tf Loo, 
PUay ALhj Kck inionnatiuti tin ^Huclcjf 
Wirfjji. Will (Hiy S-kruj. iTnirtf-i Anthnon 111 
taaJlift >|iSr||UlliM, Mann CaUOlUU, J(A4J1 

Altaic fliiw of «thM( if< dMitui pim 

iMifiiTprnti ttr Tt-irlfi. S-jrirt Fn-ilrTirk Wrtpny. 
5 Lmk. QtL.t Aj.L 1, C*.^. H.H. OJfUK. 

A^irifc plii-fr of coHene ik (kuini pom 

bippranenl; lor f llill., .1 Bftnl. Anzlt' IH IBob 
Fmtifi I ha*r youi tuiik jiiimf fimiKl uic 1 

JohiT ^*rTt(T, Ifnlafl \ Pam I, P.O Lai* H[>Ddluinai, 

AT L i ay. pljygr l,i|^h kIktjI ajE/- Jnlaun Tira inlfiw 
plrrn ipliemiieiiIi Iui nriKvl AH ijeJ SiT ipamcL Will 

Irldt «r rril ehh» 0<ed Kii. JW 5 LirincWii 

Ave.. Uvnttiil.nn.Sf li'LJJO. '^3 h.HI4 

JVofw' pbjtr ■>! hifh «!ir.iil 4jL- Jejfinj: nbrr. 
ypjitrir tnU lor L willV and P-bitlj Gime.E winlail 
cheap. (tsi:Jijrd Hoille-y, JJ ftufc-n LTrt»e, 
HjifLiy cm P^rr:. pj I tifruatj i jQrj'f^-.i ins. 

A*fnBT pliy" wf li||)i vhEinl iut ilr«ripi. Infii tfn 
•■ir iihu *u Urn pnK Mc, UiIlIic] 5t.nir 340 

BntLliwau.d Ru*iJ UtAitetl h'J OrTfrW. 

fMlti1t?-ji044. r 

'*,. '.-.,■. ■ ■■-.■'- ' ..j'j': ..'-! -U'-.i .'.: ii' --r- ■-'!- ■■■■ 
fnt K-apKl, Ontifti or WWN. Will lt«« ot Ml 
moi" RutfW U*(te, i«H0 Kt :j wiy-ie. IW 

07*70, ) JQ1 hl|M >-a40& 

Ave'jaar plrv-vf wf A0I|L« ijlt drann| Ml oppi)fi«-HH 

rof W-LOD r A.K E^posruey, i.o*e Hitttpr.eiC- Ako 

ink mrnihrn Etar a rJi.il- Ullilam I 3anlr7, 71 
AttrnliM-Tt PUii-.miffllkimy.fi.l lilUWn .1HWW1 
Atejjij. pL>Ei oi ..iillEai J.pr Jciiilni frT 
npp^tHihiii for an T AK, CS L nr Wirnamf witieh baa 
Knj {tflrttad P!t, Kobatl w iffwirJ Rnim fllff 
iJliA fclht H-UPJA ,t.J|briJ AJrH. S'.tvl t'HV 
ArJenp plljea ai LMIHJe djrr Oeiirlnj TBI' 
■ipEHlFl'iTtr. f'.w B-kncpj, P-MlU. P-Jay, TanHtcf i\, 

Oti. Radipn A Pinl*ii|. WJUWrrTMiii. CnmM 
FmiEk, M.DttkuUila2(H. 77>jjfja 
Avcra^r pljfer nJ aduJl nif deitnrt| Fli ieuI pLm 
iippOEicrili (eh- Ii.jIce and £-fml. Will Mill eamcL 
Umhc Brflmfch jUJ W HiIl, Home, N V. 13 Jill 
CeiIIiii Ijr pLaytr lawvaj fn iitrptinm ft- for 
H kftef, LMME/, JUEEinfl, kt-. *[ 111* B. J(*n. Hlk : K. 44 
tarty 1 HrlHJ, SeMen, gglj Ymt, 1 1 H4 r Ij J.JLjjlt5 
A«rrjijr playrr nr ttiifti «-rntnl iajf dr.trtnE; pljrn 
Eipponrrit* foi A V baltr, i*iWlH. Vpjd 5tqrh»t 
fJr-EE 14 tk ,, LlIULj L ((...j lj |1i|1i!i|i: NV ■„-»■■, | L , 

S4L-JHB, 

AtnLijatt pL;ci of idu.lt uc Jtinjij fll oopoiitnt* 
iat AH A SAT , >-"■-- i -i.c TuKni. 10 ^r.,, 

Au<raa}e p|Ery»r 01 <o|f*W lp tSlTUki f" 

itpppia-jiEE; |...r ^,rl,:.IK jiiylHiiijj rip Hffldiw, 

Frin«. JCort-i. Lr-lpjJ(. W-Lrjo. rtft Tiiomij 
Hilton. 153 TAfri SCiw*, Guy KJd|*. Brookbr,. 

IV It^fW.TFrHlHlO 

An, filing t4.i.irt IliieJ 1l.£ U.^uJl, ill ir.irOLKa 
L-udMJuiur. Alula. Bliiiinei. P-tlitt. Buiji;. 
Hid^iv. Jul loud. S-ff.J. A|C, g-unal, J>div 



DFPMEHTS WAHTtTt) 

^nd nrdtn io Jnti , Noldn. I Wiftdunar CCOK, 

MdiEpn Likr. W f w Vuril, 1 CMT__ 

ftilfayr ifr tlrilrini. FTF Ejpnnnfnn Ion Arnn 

LT-IlTKC. ("-tlllE. AlaC actik mtffihj-j lot iXnil Lrit 



Hiudiikey. "■-! WiHufi ilieL-n-ilk. M 
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f|F OpOMKnll Eft Roarii.-. Pirn. [.lr,J,Uri 
HtuimI^ Will be therf "I tMRMf Al» Pnm 
PJ!ltE«:. Cheii, AfllW fimn UiEcai, |J7 N. 

6i»mo,n» if, Dinnimon, HY ifll*. 
[SlSkAK-MOl 

Fipert playcF nF adult «fr ilrurlrtc flf anil nhni 
Mppnnrnn Tit, A V Hnlp- ^pai,l. A n ,k.. fthliie. 
L-wJlt. »id*^. Lhlaj. t0|«. julljiid. WillLiaJt 

nr kIL aawitt. Bivniood B. Piltpn.3 EtobiiiSuwL. 
UMinliJ-M.Y lO^oJ.f^lAilVll^TJO. 
WtMIDE silavcl ul kijrJl KhiKll a.JLT dEUrtni LI T inil'Vr 
fbm ppp-Mienls luf A.f,. [>iijy, A HfSr? """^ 
P9IB, Brl?i »♦, C*[xL«nh, NY ISfcTfi, 

I J.|Skjt.S^i3 3. 

*«^raar pSyrr n< irliili )(r nkll'llll fl 1 ripjEOP-Tn 1 
FW AM A «T Uwfll Blffjl, .lEtl ftr-ljr Suad 

MbiaiLi. L I N V MfOI. ^7-ftji a t 

Vfws rij>'r ;.i ifiLkli ill dttuiiti fi? 
PBrfltrnii lEtr LtLfniirk. A.R. W Lju.. Battlufriiia.. 
&£Tid, O viri=jl. Puhe A othen. a^ick fUtrikt. 21'> 
I ah 5tft»l. alalfi Latino. W.Tf i>TM-JilHI 
Aarr aj r: playgr of Majfi ickrjol iff ar-iifinti III* 
<«|>punpii[i flir <]..-inji, Li (at KT-jn.-u, Elulp. S ||r;J, 
•trnbr'tTi, !, -hiirF. 'Yriri™ \\W3 iwt mirniLTfn fnr 
(\t a\la,t<i»f -({WSlMlHfy LI.. ^ Hittc uc am ' I 
SlLUir ihrjcl.teii*, 74a 'itrfima Sttnl Mrirlli 

tfc Union. NV 11 Mi}. I^A-l3-*;[.. 

nVt>i« pltVEf 01 iOlk't afcr tfciifinjt; ftf fcnd'thf 

PBM itpporiEiiLii Fem BliIei, At. ItbaFtuik. Fmil 
1*HU. Wiltof Strrrtrvlil*. 3<X «th Art. A^, 

Ora?kli-n, N f M J I j, i ; I Jmf.jC j-jrtj 

A"r'n»r j>Ijv«' nf jiluli ip d-fi"in| I'lf a«d/i<! attim 

ofjwnri lor- S*T A AH [jjnrt. wruiitv Srntwr, 
n-H. WT H s?ih N™ ¥urk. tJV Itti?..ai3i 

TTT-nrjnl 

Aveijit itljkc of iitllr-p: ap dcujiif fif 

ofiwwniy rcwp-MiH, tl-kriip-ChJav, A.K„T«iB* 

II, Bttle:. MJElnay. Vfj-ait. OH. W-UhH. AlHJff 

Villi irujj *r «*H Jam*' ShonMn t. sixh!*, 
?T-Mlli iSlh A^e,. 3ieWM Hfli, KT I I3MA 

AIfr4Hj0. 

\rfieiy plij.-i>T nl hkEti iLhiuil *fr iI^oiitii pii'n 
uppiifKii^ lia EVkiiL-.. Will [,iJr nr ull pran 
Owl r Willli, feElar Hill Dead Duaferd VillajjL 

n_v iuji3<. . ;;^T7B4. 

AtctmB (vlfl-Tsr of colki* lit dtjliirte pbm 
PFipaiwn'J lew PaiiTEEbltEt KiinaJJ l_ Dwu, IJJ'S 

< .i.m.TLlA ». IV l ABhMi.Uto, 1-iril), 

<,veni)(a pla.rj jl iduil at,- :J*<inrT|, rif rtppoVnli 

fw CTsdmiiU fonrrn,i™iiL.Fir IT » (Pj Alwurck 
nnmbm, for OniTjiJjiinm. Will i*nd pnifi- 

■JtMfd W« Ma,li.El;.c. S3J8 fil..lfrj.d An 

finttniuu.Ohk5.«:5;:t> :;i-fri.ij] 

AiantH -pkfEf Ol iOllEjlr ajET ,!r vlrl'iK fll i nd j, bm 

ojiponanl* lor IJ-Hiy. Klfflt lti'.m.ick. Midway 

WtJh 10 buy Ekaltl: Of Till Bulaje iihvi Jinn liifnrmil 
miipiniirnj. in CthdEJirnM. nin«|Lipi|pr HeCMnnrlt, 

Till rn.u Eri...n run. irdpiwnoj Am., CinLinrnri, 

Clhif, 4t?trT 

AkCTa^r (dayci ml Lidlrae j^f hirunna. Ill >ndr^i 
pliiii ,jrs».,n,i1i hen IjetIil 11. frbura; Ii-J.il. 
W Lair. B-tLra-iL AJt, Bulrc, B-knet Kinn-L. 
PBliilr. tdwurd Jk-hrWtN- IJSO* Shaker EUvJ 
LJgffbnil.UlTiL, '■'I^J,[. l I^IJSJoJ Ll j. 

tipt-ri fiUVtt w illth ^ile>l-i ><r *cufinji|f jngfar 

(>vr,. BpftJaWm '-i thftgr, AJi-i t-r-iif *nli I't/ 
nr vll {tunrr. Jimn H Kali. Ill* iamtr Bftirt, 

MAuIhm LfliHj. i|*]«4A. I7ln>fcij-n.7l1?j 

AtEiaigE playen Lindcm pbm nppniiPiili 'nr 

I':. I. .: I M " ! ■:,. / I . - ■ '-.I I'-.J;. SI. 

A»«atc RTjF Khoel i*c piiiTrF dtuitr Lihan 
opportiix lor PEiiiJaisf. Vnuld like it mm riuh m 
dh Will ind* or u II ft m«h Ujn-nl UcTrtWO*. it-l 

Ll-lllt. J.,ilH. UlLJtt it.llil. i J 1 SSfcl 

'.. M';.: [- : .'.i -'i il'l ; [ j^.' ■!■.■ .mi-l- i'n j-[--ri.rt 
ru nrj AH .-■„..-. !. I : - t>r| M,., I f4n . BeanklV. 

Tiilm, Fiktjbiima.7itJl'J. 1 l^tTl.h 

AfflJit plljcl Of lii*lj BHM J*c Jc 4ii 1 1 ii frf 
ti>rOnE5i[» Fot aJ f=i!bUrT tar=ii-» Will |r u Ji ui -tell 
BlTlCa. WlllliflT J-EdkUA. Jl* A LuimWd tltraj. 

Autaa.i^, IWIM.-IW^ml. 

MoUd? playrt nl' jr. Dtfji fchciiit ajt 0*^1>in» ft* 

EhTtppneniF. j«e p^tnef, Dwlp. Pinny tu*n»i, 
Bwwrmu. a tewyn. ft. IWI 1. 6*Vj]T 

AfETjai: pb^Ea Lif liiarli l^Jrixil aar i!knLibf| Ftf 
□jnaamtnt* fsX fr-hui,-. A If., anf MilLtr MJanl inFa 
[«n trnJ wn hhitj. In 3. DublaLk. ?70Q MemIe 
Suet!, floaion. H^ritevort. Pa. IE) 15, 7Sl-i:0JI> 

f.Xf*n fUiypt Of 4HIJII a«e dEllnilfl ttBrti unpt-ninU 

lOJ IhtaS. KlEHUHl SHepkt, 3611) I.-iTSifila. KrtW. 

GitrttSnia t Pi.HM4, 

Will Tndr n' »el| garret Wni irxi tuj. ip.tne'L 

...if.... kill. Kill ni...L. ...-i i lOIOOTLTiiro all 

GrernEihaEEt. P-j I JH>I 

Altdailf ilUjird ill hjali jlliiLnll arc tlrupuii flf 
uppunKiili Trja A. hi. DraEfr. M^imj. S-jtaJ 
DrffiVrd), U-PrjH!, P-rjhi,t. fid; C, ThMliB, 40* 

toe^ AVUHIf, Mtrnhay, Pi 17033, 

(7]7»J»Wl8u _ 

frrap piiyiT pf iduH if* LV^j.ri* ptim 
■nppmienli. for Ik-i'tirt, l.l-rinil. Amlo Mf.i. lunrt 
A O'liik. 1'^l Mr*iio* i["ff*» Linr, Lanruipr, 

Pa. 1 TM.V 3^3ia4l> 

f\v?r4frji [hyjT g-f *dyll >k d^-uiim flf upoortkhlT 

Inr A.ri V'l-l, .nJ I'-MjLr AIh, *sk IHCtHlrCnhip 
in a Incnl eluhj. (akflMI W Willi, Jr 40 ttOatftal 
Se.. Luiaaiir. Pa, I jfoj ^WW 

A'erafo pbyjT ot mlSuIi .at d**.r.n$ fif ,ippcn*r.r- 
3TK Ntl AH A S*T (JUtteai, Dart DH Fijffl, 13 I 
SmiEli Ai-t-niie. UMnWat Pa IJtfll. M*-Jt*Q 

»-b|-E«r pla|r<-i Of I illkrgr a*- dUll L"ff flf 
OflJjBnaU h .i.H*E Ittum Jul.™ M L lir.llE HA 

l ^iEiF St,. Pliri^fjpriia Pi mtti. WAJ-6W 
Avtrap! rtnTr ol idul[ i|r dtaaw* rrbm 
onpianciilj, lur C-buu. i QH, Hnlfc. A t Vdl U«dd 
{ar cell jartici. Frttrkk JairtCtBt. euj; Lttmse M 

Jnm-twtajt, Pa. iHit, ;d3-;^ 

A-™ra|» fWytr ftl -Hull jjia D*(inr| ief [ippoirmli- 

for W.Loo, Ti^tloi, rs-oiiii, ritdwiy griiL-r a|h<i 

hnii'.,-:. lib. Wr .ii ,!.■* t * Unr I*h.^tt .Ik. r. 

I^WJI^ •"|T<t;5|t r |^gi 

Atrtian: 1 1 La a- l l ol vluJl aatt dcurlirf 115" ujjjjuiiQLti 
for aJ AH witiiLarnE;!. [^ ■', J HjlEiit, 4; U» 

rhi.dKi.i^ria[.j <l ii,paj94h4 J ]:j-]ig3. 

^-rraje pUVer nl lllll- Khonl alC ddlfilU Ml 
■apjKJtiEAI, tor W-Loo, P-Wili, L-UffljfK, AniMi. 
WSgty. t^fU. lulUnd. Will [tide Buy, or nil 
trmri W Carrr, l^l UnWiIni Dnvf, SarrlnBiaeL, R.I 
DiaCki. 

Bpm 1'laVcl ell HkDML aie JrTiii i[i| plnn Ltp|KtneiiH 
lor L"' Jj, . II..N : S-tndi. Will tcB p,tn.-. 1 ,m„ Li 



OPPOMEHTS WMTED 

fAf/hi? MJ| 33 KarlkaU Aw Cranil-m, K.I HXJS. 

*i|-(H', 

Avanp jUijit nl i>«i> irtioDl j I* diunni ht 
jadftir ^tm oppormfi fur D-il**. A K . Iniland. 

dnait 13cil(ir ftamlf Funic, SIkljhcii HojJ, 

Wfkflllrld^ft I i VHT). fatflHWij-WL4. 

Avceafri pb|ru of mllife ift dciLrtni rB nS^H 
pkim cpwisloIi liif W-LctSi A- K, C-"Jue«. U «mT 
Lan. HnnH. Bern UEa, LHaJel itiUor. 

rhnr|ErHotT. St. MiW 

ts.|+fl (Vlajat u> lufli itHOTI ap d*"hH ftf 
..•Mi'i'^nl-. frSf- jr.;.- attl ill pn* filUF mirLllUIf l 

h,T*phtri Hfmhiik, LSJ^tifiry um, CHiiiwion. 

S.C. twflT, lf j6-i9fW 

Fflit ?ALtL : HJLLLAKTIklES tLLUS HISTORY 

OF WWII [Alll. SkfT ianFp,. Trrl S^kvaanKi and 
All «,n. ■ WiMI I"' N.ui *i.ltin.L-V Sjwa! *-ar 
btuliA. rnln ,ii.il iTi.-iitLK-, ID SeaLO kiMlfl-. £?0li 

JWlimi fKw "I J.UjIe aj[. .:,,.:! 

lit J>.lil|ii, PifHonucy GreBory A. Smllh. 50t» 
H(ip* AVJ -CfhtiriitMa, jr. M3M.1H-TB 3^ 
Pxptrt pUy™ nal 1 Jr hbja.li vauird ap iLeuiliuJ ill 

iiidiuj H'i'i upirtiFttiu for HiKcipwi, AK. SiT 

lVlaliT. WalWU. IJ37 WllAluJI SI Kieidptirt. 

Ttnn . JTfriQ. ;4?^45ft 

Will ir.d( mm; ^"i: U - Si«ii. i-Jr. LrjiK««nL 
Dfiv-f. ft>ktih.j t_nii , iSUt. iHV-'t/J) 

Atittifr pla,i*r 0? Gnllrril Jfi d-rntilT|| jlbM 
uptx.n(ftti for IQ1A Vita Willlarnciitk llll ^wtll 

A.f. Arn)PiaB, Te«M.'ri;iS.3jA4H|«j D . 

Fxp*n pliyrr nT atj.ill j|fr dnlrrrajj flf ugrpnircnii 
Inr any AH fanaek. Atau keek njntlbvfi frrf ^Himinj 
fir Lhapler rrf S\CL I:..; ., ! t CjlhjaOiL. HUE 
i"airll(n> Dure, Aminilo, Tcuv 7VW. J5H'JI7 
A'Epajw prajver uF adull ivc SEflnri pfcirt 
opptjwfll* lor HflKTMLtl. EaHlFinra. *CWI tewrkj 
EJt|ve.Lia|IJL>. Ic-Lii fajUl.lJ A-JJji 
Avinfi pi^fH dHJ-mi llf opf*n?tl-CS fdl jj AH 
fjaann. and [JlptamiL^ Altai seek nTemBen :'. ■ El 
Fata WiE|inint Kofpc-n OEiratU IHl* Quill 
rnurl.ffPj^.TgusTWO*. TSJ-33J4. 
ArLrapA' plaint u>r Itlfli itkufjl apt OtaETir^. flf 
jfitl.'tir phm mtr-Nirnli Fur B.tr\™. Anni. A tL 
bulrc. W-Lmi. .i-ind Will InrJe ul kII sanrc). Qiad 
Licy. 1S0H TniLiLita.. LI Pin. TttLai 7W24. 

?5l^llt>, 

laearr pbm Oprtdner.Li tie, sifje IrlrnlTra ':-.■■ \ . !; 
Nl ii «i U.-TJIU trior! AJn coek m-: nibr n for Tt . El 
P»«o Ir'iijuiiEn. Pm^d OHlL 511 tj7 Tiuiufn. fci 
I*ijo,T"w, ™^- E*f'J 1*J; , *[ A . 

Airline Ei|iraJ pbkrr <j\ jJult air dcTUtlti t'V'i, 
tililiLnicnli Iim kVillaal. Alii iu ScvL A.i/iir ii'.'»ii k A 



Avenw ptaber nf cnE|efr 3ft ilwnpg I" 

oppdnenn for ipj. AH (irnc ALeo. >a*k flwmiwpi 
fr< JUGDPAWHPR Srcpkrn V Culr. 13* 
(iinlEiii !e Luiuxcti Tern TJafl«. H2*o?2 

AirrafT. i,rlayea Ijf IlibJi TLh.hhl ape dEnm-nf III 
•japuricnli i-T il-liJK*, T-blili. K^pkl. ^»i*d. A.K 
\ utlicli .M-- -:'.-k i k.-ii-.-i-. ..i j:i:. Jut il! Li, 
»ravn4 £*r, (VBilfath J»n>rt £ PaJB,- It Rj. Wn. E, 
H?\ H.2 AJ* l -.,i5 y.i leno* '-.".'■ 

AVHEiafe plaiytr of adult ja« dfti'Hi|i fll npjn, witi 
i.-r any AH ■» jifjin:. Will Ettadi! :r adll j.jr.i.-i 
Gimp P Sliykef. 'IB Mihiih;i.le, 3an AittBiarii, 

J\.jkrH pEa^m lij^Ji 'liJfL uliuul afc lESfraj flf 

and.'iir phrri njipnnmlic Inr Ikkntf flf nnb fnr 

t'lJiEL BstiBiTiik ind K-ijikl AJm :<:k nKPilxri 

Itht runlWr i.-1-dh In BoytLJ I ui! ,H Jjll LalLe CiLv 

hurt kjcinvou. ;□) Ja laiU e*. Kiiitiiilui. iitili 

JHOLU. tfj-ayti]. 

A«*tifje.'enpeTi plijiw or L-oJIeje ift drimrif ftr 
aml,iiT phm i ipga hnrnn fur iniland, TarJjn II 
ISa^d R Rnwlrir, (H? Itryrn Aw SaJI U»e. ITLaiEi 

tHWi 4&t-x>ia _^ 

Vi_-DC attfi piavf hi vu-anird fd.r AH, hlJT K^rpf. 

Pit fcr aJ.ll, I'rf u nil 0l-| m , I ...l^.. I E - L .',ir 

luiijiiiT my r4Vflni*s IW *m P h v «ih*T» (rqt 

QlElllher ll-uO fr-LillL Barl'jn ft, Apl. -5" 

AflmlWfi, Vi, JJ 1304, 

liiirrr-Hfd In triTormaiinn tiEtitfhnind th< IraJ*'. 

.,i-,-.,,..-,. ,,■ WW I .- t |-,:,:i, >. .-I I nil- Mil I-i. 



No'iH l"a>CT>e> pl»>*r Pi ir kuli tcrtnut lie 
tkariiul plirn uproncnli lot lllltk Ol th: liulp Hind 
U. Fnt Ciicnrei r ] i]l OilbjprAvr. Arldand, Vk 

jfiXK, jaj-iiliJ. 

i..-l-:-.l'l' [Li-.-ij iii i'i.;l ...ii.-i .',;|. -:,'.:ri'i.' HI 
upptirlerHh lor P-PLIU, tt-MB, SiUle-. S-«rW Will 
drnr up hj lOCj milri.. itifkrn.li irr bnl nmr 
liihm W kftjfB, .IU M>r.k Lane-. Ulaviiu, Va 
14-il 1 ! InWMil 

mHW rliyci of tiicJt htt^l J*t lituj-ln* fir 

i-.ppL.ns-r.il r^ QiplCmaLi:"-. Plhit iLtlJarid. AnUP. 
|OLJ h fl',|| iradc or -nil pmci Williajn 5 fjuinn. 
(JlTi J_ J SH| I'i Myc. Vn. JJ^II. jjlj-JHlSi_ 
Aifrtpe Fbyer "F kUjh ufcul ift 'Jrnnn| Tif 
upf«Bl-rr[> fof JdlilWajJ, lullnid, KfUila 19, AMSD, 
L.tmiTi- A|tan flrjkr. HJ^HJH *mhkii,ilp TI. 

R £ tJm ! .Vi L J!ip7D +11-104:. 

i, ■ i - .-'.--.,- Ill ■' r,. ■ ii.li ifP I I /If 

■>pponr.n-Ll. 1nr an) WarRantm lA|5 iar Mant IVpM. 
llFTi rj-Nell, [git ^ K^lK H,l»eJ, u, .lliamiburj. V*. 

jjis;. , jrj^n, 

A^(Ti» pljyer <M iilult act drbnni pbir 

npjwrwiu Tcr Vpirt Lariy Ifiauii, ttr H boa 
IJ4U, UilntrriKlpi ujjHO. lunuiiKin JjI h'j 
ViJ-nJa, 

tiLnl I'laSn t'l oulJEki air drill mi Til iiiJi'iil 
irtmi ■!■■...■... for, 191*, Ii. I. . !'■'.. i- , Will liadr 
oi rfll tin,!-. Ll»,. W j-;, 11:. I. VHWfMp Lff 

|-.-. r!r n Ir-a-J. UMl!.: . JW-'IW. 

AWILJW PUV'tf 01 hijn SbOtji kit vKaEEirtr ftl 
Ppitoitenl* I gt JutWhd, ,\flHg L StMd,*FiPiolMr 
H->n>ioe ;.,.-■. ■!.....- '.:■,. P.. . I i.,-..i. :.; JJ5 -i ,: 

Are. EJkins W Vi. IrjM I. p)p-TUa 

A^ijije pljyrr rLi tiifiT iclvtii , jp declrtrij ftl 
undfur rltm iipnunrnli fnr W.|j Jn u Jrt 
kanjitarek *,\?W Fn, W t bi,h- r.l^.lj.^ Whl 

J3:i7, B>LKnV 

Avcninr pJasrer of hlf^ triwol Ut; d nit in* Ml 
□ppnntrils Iu' ILuiak, Ikirbarjcia, S-tfad, U-rlay, 
B-KJll/JJ. LnfltlOflwr PlUiJ, Mil |H Ilia t 

tjunemm.* v>. ItiH, 3a.3-e.aai3. 



ic A k BuJar. .^-pmL Mrlil. 



EbwrilKehnn 77lV 

one IVhc. 1**04 
<S33-6S9I3. __^__^ 

Xo»JC* DlarVrt AT adult ire Jrur-r.t 111 nppojif n^ 

iof Liiw^nofflyiM, i*J«, A-h- MnlWi', P-Miti, 

tifKL fiinli P Ar*flod, IU. Bos HJ| ( 

FETurefk AFft. aUftnmt, Wyu ".iT«» 
fttrtlMSI, 



